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SINGLE PLAYER ACHIEVEMENTS: 


Achievement Name 


All Juiced Up" 


XBOX 36O4ACHIEVEIVIENTS 


Achievement Description 


Collect all Reflex Injectors in the game 


Kill 1O Enemies using combat opportunities 


"Blinding Truth" 


Slice up 10 enemies with the Laser 


"Dead Eye" 
"Deadly Ballet" 


Headshot 10 enemies with the Sniper Rifle 


Kill 4 enemies with one Slow-mo use 


Value 
30 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 


15 Gamerpoints 


“Historian” 


Collect 50% of the journal intelligence found throughout the game 


“Home Wrecker” 


"Kiss the Cook" 


Use 50 pieces of interactable cover 


Roast 10 enemies with the Napalm Cannon 


“Oracle” 


Collect 100% of the journal intelligence found throughout the game 


“Paparazzi” 


“Raining Men” 


Collect 25% of the journal intelligence found throughout the game 


Kill 4 enemies with one grenade 


“Snake Fist! 


Kill 10 enemies with Melee 


“Stalker” 


Collect 75% of the journal intelligence found throughout the game 


"Stick Around" 


Pin 10 enemies to the wall with the Hammerhead 


“Suicidal Tendencies” 


Kill yourself 5 times 


“Veteran” 


Complete all missions on the hardest difficulty 


“Complete: Sanctuary” 


Complete Mission on any difficulty: Sanctuary 


“Complete: Awakening” 
“Complete: Discovery” 
“Complete: Withdrawal” 


“Complete: Replica” 


Complete Mission on any difficulty: Awakening 
Complete Mission on any difficulty: Discovery 
Complete Mission on any difficulty: Withdrawal 


Complete Mission on any difficulty: Replica 


“Complete: Ruin” 


Complete Mission on any difficulty: Ruin 


“Complete: Top” 
“Complete: Elementary” 


“Complete: Nurse's office” 


Complete Mission on any difficulty: Top 
Complete Mission on any difficulty: Elementary 


Complete Mission on any difficulty: Nurse’s Office 


“Complete: Snake Fist” 


“Complete: Keegan” 


Complete Mission on any difficulty: Snake Fist 


Complete Mission on any difficulty: Keegan 


“Complete: Epicenter” 


Complete Mission on any difficulty: Epicenter 


“Complete: Approach” 


“Complete: Climax" 


Complete Mission on any difficulty: Approach 


Complete Mission on any difficulty: Climax 


MULTIPLAYER ACHIEVEMENTS: 


Achievement Name 


“Bad Robot” 


“Bloodbath” 


Achievement Description 


Destroy 2 enemy Powered Armor units in the same ranked round with a carried weapon 


Get 20 kills during ranked play 


“City Planner" 


Destroy 100 combat ops while piloting a Powered Armor unit during ranked play 


“Control Freak” 


Defend a control point 10 times during a ranked Control match 


“Dastardly Disarmer” 


Disarm a C4 Charge 3 times in a ranked FailSafe match 


“Demolitions Expert” 


Set the C4 charge 3 times in a ranked FailSafe match 


Promoted to rank: Private 


"Enlisted" 
"Finishing First" 


"Five Star General" 


Be the highest scoring player for 3 consecutive ranked matches in any game mode 


All Multiplayer achievements unlocked 


"Flash Dance" 


Kill 3 players while blinded from a shock grenade during any ranked game 


"Four Star General" 


Promoted to rank: Four Star General 


"Gotta Cap ‘em All” 


Capture a control point 10 times during a ranked Control match 


“Ill take those odds" 


"Monogamous Fragger" 


Have more kills than deaths at the end of any ranked match 


In a ranked Blitz match that your team wins, be the only player on your team to capture a PHLAG 


Kill the same player 5 times during any ranked match 


"Officer and Gentleman" 


"The Mad Capper" 


Promoted to rank: Second Lieutenant 


Capture a PHLAG 10 times during a ranked match 


"Time Well Spent" 


Play 8 hours worth of ranked multiplayer 


"Untouchable" 


Survive an entire ranked deathmatch match 


15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
30 Gamerpoints 
15 Gamerpoints 


15 Gamerpoints 


15 Gamerpoints 
20 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
30 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 


15 Gamerpoints 


Value 
15 Gamerpoints 
10 Gamerpoints 
20 Gamerpoints 
20 Gamerpoints 
15 Gamerpoints 
30 Gamerpoints 
10 Gamerpoints 
35 Gamerpoints 
100 Gamerpoints 
20 Gamerpoints 
60 Gamerpoints 
15 Gamerpoints 
15 Gamerpoints 
30 Gamerpoints 
15 Gamerpoints 
30 Gamerpoints 
15 Gamerpoints 


25 Gamerpoints 


15 Gamerpoints 
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PICKING UP THE PIECES 


There are two kinds of horror. There's the blood-and-guts breed of scares that shock. And then there is 
psychological horror, the kind of creeping unease that gnaws at your sense of what's real and what's not. It's 
the kind of horror that will make you question your own eyes, because what you see does not match up with 
what you previously knew was within the limits of the possible. That's the kind of horror you will experience 

in EE. A.R. 2 when you arrive in the middle of a conspiracy to cover up something that could turn this world 
upside-down. A great evil is no longer trapped underground. It now moves among us. And it has taken the 


form of a little girl... 


"CINTEL.FILES.. 


No soldier is sent into the field without adequate intelligence about the operation or mission. Before 
deploying to Auburn, you need to know the background of Armacham Technology Corporation. More specif- 
ically, you need to know what exactly is going on behind the closed doors of this very secretive company. 


ARMAGHAM TECHNOLOGY 
CORPORATION 


Founded in 1964 at the height of the Cold War, 
Armacham Technology Corporation (ATC) has grown 
into a global presence with operations, including 
numerous satellite offices and partner groups, in 33 
different countries. Started originally as a domestic 
technology firm with interests in aerospace and 
medical innovations, ATC soon became a part of 
President Eisenhower's famous “military-industrial 
complex” and grew exponentially over the next 
several years. ATC expanded into additional fields, 
suchas cryogenics, nuclear technology, and: gi leti 
and cloning. While the United States government 
remains ATC’s primary client, the company has sought 
additional revenue streams by striking deals with 
emerging players on the world stage in recent years. 


ATG PROJECTS 


There are five interconnected ATC projects related to 
Alma Wade and the events in Auburn that F.E.A.R. 
and Special Forces are aware of so far—there are 
surely more. No single ATC project operates indepen- 
dently, as research and advancements from one 
project often affect the course of another. Project 
Icarus begot project Perseus, for example. And none 
of this would be possible without the daring vision of 
project Origin. 


Origin 
Paragon 


e Icarus . 
e Perseus . 
e Harbinger 


PROJECT ICARUS 


Icarus is the first of ATC’s black projects—projects 
kept in great secrecy and unknown to almost all 
personnel other than those assigned to them. Started 
in 1973, Icarus was an attempt to bioengineer 

a solution to health deteriorations due to micro- 
gravity conditions. NASA was concerned about the 
bone density, joint function, and immune systems 

of astronauts during extended space flights, and 
commissioned ATC to research methods for keeping 
people subjected to less than 1G conditions in 
workable health. (1G equals Earth's current gravity.) 


Icarus scientists hi! a breakthrough with the 
development of a ear fibi : ‘composite that was 
unaffected by microgravity conditions but light enough 
to add negligible weight to an:astronaut. Icarus 
entered its next phase with the decision to attempt 
complete bone replacement with bones made entirely 
of the carbon fiber composite. Instead of volunteers, 
Replica human beings from ATC's new cloning division 
were placed into induced comas as each bone was 
meticulously removed and replaced with an exact 
replica of the subject's bone. The subject was then 
brought out of the coma. The result of complete 
skeletal replacement was immediate. Without the 
weight of organic bone, subjects moved faster. 
Experimental bioengineered reflex enhancement drugs 
were administered to the test subjects: Between 
the new.drug tegimen and-degreased-body weight, 
subjects experienced incredible speed and dexterity 
enhancements—far beyond any, recorded human 
capability. 

yX 


~ 


TRAINING MISSION: STRATEG 


PICKING UP THE PIECES MULTIPLAYER 
PROJECT ORIGIN PROJECT PARAGON 
Conceived almost 30 years ago, project Origin is Project Perseus wasa success, but due to the termi- 


ATC's most advanced and largest-scale endeavor 

to date. The goal of Origin was to create a psychic 
commander that could remotely control an entire 
battalion of Replica soldiers. The project was bo 
of Harlan Wedel whose daughter Alma po! BE 


ATC was unable to create any 
commanders via Alma Wade. 
Iternative program for the 

| psychic commanders without | 
Ima. odd thrust 


psychic pine us 
through testing, Harl 
that psychic abilities 
mutation that is dp 
project's direction 

he decided she would. 


would never see the child. a 

Two prototype psychic. 
during the active phase 
of the prototype fetuses t 
difficulty and Alma succes : antation proc siting; ‘the ‘subject i is vole given 
However, during the birth, Alma awoke and became em chemical compounds designed to increase agility and 
violent when she realized that her father was taking strength, similar to the compounds used on the last 
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the child away from her. Alma was placed back into test subjects from project Icarus. Once the subject 

a coma and, for her own safety, was kept in this has recovered from the implant operations, he or she 
coma hen th. Alma was then impregnated with is placed inside the Telesthetic Attunement Chamber 
a second type fetus. The child was carried to (TAC). The TAC is designed to attune the subject's 


term and birthed without incident. Alma did not break psychic sensitivity to a designated target. 


PERSONNEL FILES 


The following files are biographies recovered from the 4 
personal files Genevieve Aristide for all members of 


ces, but was requested specifically for 
ignment due to his excellent Paragon test results 
as a child. Like all children put through Paragon 
testing, Becket has no memories of the procedures. 
Becket is an ideal candidate for project Harbinger 
since he has the psychic potential to command 

a Replica battalion with just modest genetic and 
biological enhancements and engineering. Attuning 
him to Alma via the TAC will unlock his latent psychic 
powers and make him an extremely useful asset once 
Alma has been contained. 


manders, Perseus was the 

ink Fettel, the second prototype 
na, with a battalion of 
ettel was trained to simply 


is ability, Fettel was then Fined to deliver orders 

to the Replica, acting as a sort of puppeteer. Over 

Satime, more Replica soldiers were added to the training 
until Fettel was eventually capable of commanding an 
entire battalion: ~ . 
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1ST LT. KIERA STOKES 


Kiera Stokes is the sole member of the Special 
Forces team who has not undergone Paragon testing 
and training as a child. She was a late addition to 

the team due to a need for extra firepower in light 

of reports that Replica soldiers are reactivating 
despite Fettel's elimination. Stokes is an excellent 
shot, a capable medic, and has an open mind to the 
paranormal, making her a valuable member to Special 
Forces. 


1sT SGT. CEDRIC “TOP” GRIFFIN 


Cedric Griffin's Paragon scores showed solid potential 
for psychic development, but his intelligence rating is 
low enough to cause concern over the effectiveness 
of the attunement procedure. Griffin is a natural-born 
leader. The entire Special Forces squad trusts his 
judgment, even decisions seemingly made in haste. 


GUNNERY SGT. HAROLD KEEGAN 


Harold Keegan is one of the least reliable members of 
the Special Forces team, which comes as no surprise 
since his Paragon scores revealed potential mental 
instability. His instabilities were an unfortunate devel- 
opment because his psychic potential is almost as 
strong as Becket's. Because his potential for linking 
with Alma is so great, Keegan will remain a part of 
this operation. 


SGT. REDD JANKOWSKI 


Redd Jankowski is Spen Jankowski's younger brother. 
It is unknown at this point if Redd knows what 
happened to his brother (he’s missing and presumed 
dead—destroyed by Alma), but it has not affected 
Redd’s enthusiasm about being a new member of 
Special Forces. Redd’s personnel files show that 
throughout his life he has had issues with authority. 
Redd scored well in Paragon tests for psychic 
potential, but his low intelligence scores kept him off 
the Harbinger recruitment lists. 


SGT. MANUEL “MANNY” MORALES 


Morales is an excellent soldier and a respected 
member of Special Forces. He has been assigned to 
drive the second Special Forces team into Auburn and 
keep on top of new intel from the team’s armored 
personnel carrier (APC). Morales is a former Paragon 
subject, but his scores were too low to be considered 


for Harbinger. 


CPL. JAMES FOX 


James Fox is one of the oldest Special Forces 
Operatives and certainly one of the most respected. 
Fox's Paragon scores were exceptional, making him a 
prime candidate for Harbinger. — 


BASIC TRAINING MISSION-BTRATEGIES 


BASIC TRAINING 


You are not going into the field against just any villainous organization. As a member of Special Forces 
assigned to investigate Armacham Technology Corporation, you are about to enter a world of cloned super- 
soldiers, bloodthirsty mercenaries, and a psychic entity strong enough to set an entire city on fire with just 
a thought. Without adequate training, you risk putting the entire team in jeopardy and letting ATC's darkest 
secrets bring ruin on the world. Before getting out of Sgt. Morales's APC at Genevieve Aristide's high-rise, 
be sure you know exactly how to handle your weapons and employ every trick at your disposal, including the 
ability to slow time. 


PickING UP THE Pieces ULTIPLAYER 


COMBAT ES5ENTIALS. 


HUD 5. 


You have been issued a special optical visor that gives 

you real-time assessments of your current condition, 

from your health and armor integrity to the number of 6&6. 
rounds left in your active weapon. Use this heads-up 
display (HUD) to your advantage so you are never 

caught unaware of your immediate situation. 


1. Target Reticle: This is your targeting cursor. 
When the cursor is;blue; you are not pointing : 
toward an-active target. When the’ pursor is 
green, you are pointing your weapon at a friendly: : 
A red cursor indicates an active target. i 


2. Health: The blue bar indicates your current 
health. If this meter turns red, it means you're 
losing health, and if it empties, you die. 

MedKits: You can carry up to three MedKits. 
When you are low on health, use a MedKit to fully 
'replenish your health meter, no matter how low 
you are. 


4. Armor: This blue meter represents your armor. 
When you recover an armor vest, this meter is 
completely filled. If shot by most weapons while 
wearing armor, you do not lose health, but certain 
weapons like the Napalm thrower, Flame grenades, 
Nail gun, and Laser can penetrate armor and do 
damageito your health: You can refill the armor 
meter any time you pick up a new vest, but you 
cannot stockpile armor vests like MedKits. 


Ammo Count: This number represents how many 
rounds you have in your clip, as well as your 
remaining ammo for the active weapon. 


Fire Mode: Some weapons have multiple fire 
modes, such as single shot or burst. The number 
of bullets seen here shows your current fire 
mode. 


Active Grenade: Your currently selected grenade 
appears here, as well as how many of that 
grenade type you have in reserve. 


Reflex Meter: Once you have earned the ability 
to use reflexes, this meter appears next to your 
reticle. When the meter empties, you return 

to normal time. While not using your special 
reflexes, the meter gradually refills. 


ARMOR VESTS ARE EASY TO SPOT IN THE FIELD 
THANKS TO THE BLUE BOX YOUR VISOR PLACES 
AROUND THEM. 


When an enemy is shooting at you, a red arrow appears 
near your target reticle that shows the direction of 


Ihe incoming fire. Use this to spot targets that. might 


otherwise he difficult to see in a.dafkened area or 


Trenien firefight. 
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if Is CROUCH AND COVER ; 
29 your weapon |^ , —— ; goes n 
q selection j P | | ; neny 
| Hae | | situations 
|Eisblays | in which 
hl all of your you need to 
j | oua ar. | do dawn 
1-3 e. / | You can | : 
Se MORD IG Arce. | such as 
four guns and the maximum number of each grenade. j a 


(For a full list of weapons, please see the weapons 
section of this chapter.) While this display is active, 
you switch weapons by selecting from available 
gear. Each gun in the display shows the amount of 
reserve ammo for that weapon. The number next to 
each grenade represents the current supply of that 
particular ordinance. 


a small opening like an air duct. Crouching behind 
obstacles like crates and walls minimizes your 
exposure to the enemy. If you really want to protect 
yourself, overturn a table or bench and then crouch 
down behind it. 


MOVEMENT AND COMBAT 


Unless FE.A.R. 2 is your first first-person shooter, 
you likely have a good idea of the essentials. However, 
there’s nothing wrong with a quick review of the 
basics before going into a live fire zone. 


JUMP AND SPRINT 


As a member of Special Forces, your body is a finely 
tuned machine. Pressing the jump button lets you leap €— Sdn 
across gaps and chasms, as well as scale stacks of NUES EN M E AMA 
crates or debris. When you jump next to a railing, you PROMPT TELLS YOU THAT YOU ERN OVERTURN THE 
hurdle the obstacle. Pressing jump while facing an "OBJECTO! 
open window lets you slip right through it. Just make 
sure that when you are jumping over a rail or through 
iindow, you are certain of solid ground below you. 
You! cannot fall too far, either. iu all: 


Your enemies will also ov 
cover. If an ener 2 [ 


cannot get a head 


j qi 

“You hove io: 
the abili fi 
to Lint to FLASHLIGHT us 
close the zz t. - V] The majority 
distance | | of this 
between | | mission 
you and an | | takes place 
enemy or | | either at 
to avoid a | | night or. 


dangerous situation. While pressing the sprint button, | inside. Under — 
you lower your weapon and run at an increased rate. LEN | low light 
Sprinting and jumping can be combined with melee — ET ee Epe TUE _/ conditions, 
attacks to deliver devastating blows. If you unleash a you are sometimes at a aun dd against the 
melee attack while sprinting, you perform a slide kick enemy or in danger of missing-important features, 
that instantly kills a medium-sized target. like a hidden air duct. Use.your flashlight to see in the 
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dark. However, your flashlight can also give you away 
if an enemy spots the light coming down a hallway. If 
you don't kill the beam far enough in advance, you may 
find an enemy that's already entrenched in cover and 
prepared for your attack. 


SHOOTING 


; When you 
| first enter 


missions and 
push deeper into enemy territory, you uncover more 
guns for your personal arsenal. Most enemies must. 
be dealt with via your guns, eked using. your guns 
effective 


Depending on your personal peterent, you can alter 
the fire mode for certain weapons, like the assault rifle. 
You can choose whether to fire in semi-automatic mode 
(one shot per pull of the trigger) or in a burst. Burst 
mode lowers your accuracy, however. 


To increase 
your +~ 
accuracy, me 
switch to the Sse 
gun’s site 
mode. This 
raises your 
weapon to :: 
your face. fiig í Um 
so you Can use its targeting system or: ‘scope to Pda 
an enemy. While using this view, however, you limi 
your movement. So if you are in a hot firefight with > 
bullets coming from everywhere, you may do yourself 
a serious disservice by sticking with this view. 


No weapon has unlimited ammo, so always be on 

_ the lookout for replacement weapons in the field. If 

E over a weapon you already have, you simply 
ad ammo to your supply. If you do not have that 
weapon and you have an open slot, you automatically 
_ add that weapon to your arsenal. If you are currently 
-carrying four guns, you will be asked whether want to 
Swap the weapon currently in your hands for the new 
weapon. 


the field, you : 


: you 
- brought down with melee attacks—whether it’s to the 


back of the head or a right to the chops. Enemies with 
armor cannot be dispatched with melee attacks and 
must be brought down with your guns or ordinance. 


As mentioned earlier, you can combine melee 
attacks with jumping and sprinting to dish out special 
damage. The slide kick (melee while sprinting) not only 
does incredible damage to an enemy, but also lets you 
quickly close the gap between you and an enemy. The 
jump kick is similar. Jumping toward an enemy and 
hitting the melee button extends your leg and lets you 
put a boot right in the foe's jaw. 


GRENADES 


There are 
four different 
types of 
grenades you 
can use in 
| the field: frag 
grenades, 
| shock 
grenades, 
Hendan grenades, and dubcby. mines. To throw a 
grenade, press the grenade button. If you immediately 
release the button, you arc the grenade through the 
air. Depending on the distance from your enemy, the 
foe may see the grenade coming and have time to avoid 
it before it explodes. To combat this, hold the grenade 
button down to “cook” it."While holding the grenade, 
five marks replace your reticle. Faur of the‘marks are 

; the fifth is red. The longer you.cook the grenade, 
thelimere of those marks turn white, fram left to right. 
If. yai are still holding the grenade By the time the 
fourth mark turns white; you’re in senious trouble—get 
rid of it before it blows Up in your face. 
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You cannot “cook” proximity mines, hut you can hold 
them as long as you want for a sure-fire placement. 


REFLEXES 


The difference between winning and losing often 
comes down to just one thing: advantage. When 

the mission in Auburn begins, nobody has the 
advantage—neither you nor your enemies, such as 
the ATC security teams. However, as the result of a 
development in Auburn, you are genetically enhanced 
with heightened reflexes and agility. You are given the 
ability to temporarily move faster than your enemies, 
although to you, it looks like slow motion. The edges 
of the screen blur and your focal point turns especially 
sharp. During these brief moments, you have the drop 
on your enemies. You can see bullet trails and dodge 
them, You can target enemies before they even have a 
chance to raise their guns. 


Unfortunately, because these heightened reflexes 
only happen in short bursts, you must let 1 
recharge before engaging your reflexes ag 
do ‘not need to let the ‘reflex meter oi $ 
completely fill to use your reflexes again. You can use 
it with just a fraction of the meter filled, however the 
amount you can use is reduced. 


Reflex OS m =n 
injectors 
found in the 
field can 
increase the 
amount of 
reflex you N 
can store t 4 
up. Each M qm "m^ Ea 
reflex injector you collect adds a little bit to your 
meter. If you collect every injector, you will have two 
complete meters near your reticle instead of just the 
single one you start with after the event that grants 
you this incredible ability. 1 


INTEL REPORTS 
While in the 


Ew EN 
field, be on Ter. 

the lookout nm ‘ 
for reports, = : Ld 
memos, and a e— - 
any other ti 


documentation. LB r Bx 

This is valuable >- SA * «Pm 
intel that 

helps piece together what is happening. While certain 
documents may not make sense at first, when you 
assemble more than a patchwork of intel, you start to 
see the big picture. And in the case of ATC, that is one 
frightening picture. 


Each mission has a certain number of intel reports to 
recover. Your guide details how many are in each mission 
and exactly where to look for them, including any trouble 
you may encounter while trying to collect the intel. 


WEAPON LIST 


During your missions to bring in Genevieve Aristide 
and bring down ATC, you will encounter a variety of 
weapons, from traditional to secret prototypes. Study 
up on each weapon so you know which is the best for 
different situations. For example, the combat shotgun 
is effective in tight spaces while the assault rifle is 
perfect for medium-range firefights. And definitely 
check out the experimental stuff Armacham is working 
on, such as the laser. You won't get your hands on that 
gear right away, but when you do, definitely add it to 
your arsenal and try it out on enemies. 


GUNS 
SEEGERT ACM46 9MM 


semi- - ne M pistol With an. HN ny ) 
impact-resistant polymer frame 
and stainless steel slide. It 
comes standard with tritium 
sights and an 18-round magazine. It is reasonably 
accurate and has commendable stopping power, but 
limited effective range. 
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SHO SERIES-3 COMBAT SHOTGUN 


The SHO Series-3 _ 
is a manually 
operated pump- 
action repeating 
10-gauge combat shotgun. It has an eight-round 
tubular magazine and smooth bore modified choke 
barrel. While the Series-3 has limited range and 
penetration and modest rate of fire, it is devastating 
at close range. 


VOLLMER LILTRAO Z 
AUTOMATIC SHOTGUN 


The Vollmer Ultra9g2 
is a gas operated, 
selfloading automatic 
12-gauge shotgun. It 
features a 12-round 


Ie 


ANDRA FD-99 SMG 


The Andra FD-99 is a 
lightweight, selective 
fire submachine gun 
(SMG) that fires from — 
a closed bolt. The l 
short barrel and folding stock make it ideal for close- 
quarters combat. It is a reliable, easily controlled 
weapon that fires a low recoil pistol-caliber cartridge. 
It comes equipped with a reflex sight and high-capacity 
magazine. 


PATTEN PK470 AR 


The Patten PK470 
is a gas-operated, 
selective. fire: : 
assault riflé that 
is celebrated for 
its ruggedness Y ii 
and dependability. It features an ACOG scope and 
30-round magazine. It has superior range and 
excellent stopping power. 


RAAB KM50 SNIPER RIFLE 


KOHLER & Bock IDW-15 


The Kohler & Bock T 
ELA Z Jp 


(K&B) IDW-15 (individual 
defense weapon) is a 
compact, hard-hitting 
weapon originally 
designed for vehicle 
crews and rear echelon military staff. The IDW fires 

a proprietary 5.2x30 pre-fragmented round from a 
42.5-inch barrel. The revolutionary 5.2x30 drives a 
28-grain pre-fragmented boattail bullet at 3100 FPS 
[feet per second). The bullet's light weight gives the 
weapon a low-recoil signature, while the high-velocity, 
pre-fragmented projectile creates a wound channel 

and crush cavity on par with many centerfire rifles. To 
reduce ammo waste and encourage aimed fire, the IDW 
fires in semi-automatic and selective fire (3-round burst) 
modes only. 


Ee 
> 
o 
- 
a 
» 
4 
Z 
n 


TheRaabKMSO0is —. "V m V 
a semi-automatic, p 
box magazine-fed 
rifle chambered 
for .50 BMG. The 
weapon has a 
precision cryogenically stress-relieved barrel, a smooth 
match trigger and 10x fixed-power scope suitable for 
extreme distances. Penetration is also exceptional with 
this weapon, making it ideal for armored targets. The 
slow rate of fire makes it most suited for situations in 
which the operator has time to evaluate and engage 
potential targets at stand-off ranges. 


ARMAGHAM HV HOUNEBHESD 
The Armacha HV 


spikes; the Hammerhead is 
devastatingly effective against armored targets. Its 
stability and high rate of fire are offset by its consid- 
erable weight. 


BALZER LM10 FLAMETHROWER 


The Balzer LM10 
fires bursts of 
ignited napalm, 
making it extremely 
useful in situations EN 
where indiscriminate firepower must be brought to 
bearon multiple hostiles: Collateral damage "When 
using this weapon is unavoidable? tsa superior 
weapon for close-in engagements, "though care must 
be used to avoid operator injury: 1 
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ANDRA SR5 ROCKET LAUNCHER 


The Andra SR5 is 

a portable missile 
launcher that can be 
deployed against hard 
targets and heavily 
armed opponents at a variety of ranges, A soft-launch 
signature limits the operator's exposure to infrared 
and visual detection, thus increasing survivability. The 
SRS is ideal for engaging hard targets and groups of 
hostiles. 


SHARK FL-3 LASER 


The 1.7 kW Shark 

FL-3 Laser employs 
neodymium-doped glass 
amplified by solid-state, 
heat-capacity technology. 
The Shark FL-3 cuts easily through armor, making 

it highly effective against hard targets. The Shark's 
size does reduce operator mobility, so this should be 
considered before the weapon is deployed. 


TYPE-12 ENERGY 
WEAPON PROTOTYPE 


Armacham's Type-12 prototype 
fires pulses of superheated 
coherent energy capable of 
evaporating the soft tissue 

of organisms within several : 
meters of the burst. A major shortcoming of the 
current design is the DPF reactor's limited yield, which 
severely reduces the number of times the weapon 
cari be discharged before:it is fully depleted. Pulses 
gradually decelerate due to atmospheric resistance, 
and destabilize violently after a short interval; 


GRENADES 


N6A3 FRAGMENTATION GRENADE 


Pa 


The N6A3 fragmentation grenade is a JE 


steel-bodied sphere designed to burst into B A 
numerous fragments when detonated. Compo- \ i 
sition “B” plastic explosives packed inside y. 
the grenade provide its explosive power. The 

weapon has an effective kill radius of 5 meters and is 
useful against entrenched or defiladed hostiles. 


This is an explosive Ad 
grenade that releases a 
hard burst of fragments 
that shatter anybody 
caught within the 
grenade’s impressive 
blast radius. 


XS SHOCK GRENADE 


The Armacham XS shock grenade was 
designed to temporarily disable organic and l & Y 
electromechanical targets. When detonated, \ ] 


it releases a localized electromagnetic pulse F. 
to disrupt electrical systems, as well as a as 
concussive wave to stun living targets without causing 
physical injury. 


Shock grenades do not 
inflict physical damage 
on enemies. Instead, 
the shock grenade 
gives targets caught in 
its blast radius a sharp 
jolt of electricity that 
temporarily paralyzes them. 


R3 INCENDIARY GRENADE 


The R3 grenade contains thickened polyphoric 
agent (TPA), which ignites when it contacts 
air and burns at approximately 1,200 degrees 15 ' } 
Celsius. The R3 is devastating to soft targets ^ ^ 
caught within its blast radius. — 


This grenade splashes y? 
enemies caught 
in its blast radius 
with a flammable 
jelly. Weakened 


enemies will be r a = [1 f 
killed hy the burning ~ d. : 


effects. However, enemies with full health will only be 
disabled—while they try to put out the flames, you can 
take them down with your weapons. 


m 
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AT-L4 PROXIMITY MINE 


The AT-L4 is triggered to detonate when a 
hostile moves within a preset radius of the 
weapon. Primarily an antipersonnel device, 


se this special mine 
as a trap. When 
thrown, the proximity 


the AT-L4 is made of a plastic explosive matrix à mine sticks to any flat 

embedded with steel shot. The weapon is highly effective ace baril or. | Á ; 

in a defensive posturi o CENIUUD DE ORUM vertical. It then flashes | e= NE E | 

and providing the operator with warning of an impending blue. When enemies — - En - A) 

atak The preg Oe ge -- walk near the mine, it explodes and kills them. You can 
stick" to almost any surface it comes into contact with. also shoot a proximity mine to set it off. 


THREATS 


You need to acquaint yourself not only with the weapons you shoot, but what you'll be shooting at. Each 
threat you will face in the field is detailed here, including the special attacks some of your enemies will 

use. Due to the strange nature of your assignment, you may encounter threats that are of the paranormal 
variety. 
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REPLICA SOLDIERS 


Replica soldiers are the products of ATC's 
clonin division, which worked:in close 

tion with project Pers&us to create an 
af Supersoldiers that can be controlled by 
j a psychic commander. The psychic commander 
can use information hered B the Réplica soldier! to create new: strategies and relay new. orders without any 
of the delays found in’the traditional chain of command. Replica’ Soldiers have been determined to be a potential 
major revenue stream for ATC. 


ATG SECURITY FORCES 


ATC employs a security division with more agents than an entire 
battalion. The ranks consist of former professional soldiers, 
private security experts, and mercenaries. ATC security agents 

j are paid extremely well in exchange for their unquestioning 
loyalty to the company. As a result, these agents sometimes 
perform actions outside the law to advance the ATC agenda, 
whether that is dealing harshly with corporate espionage, or 
removing any a a threats to the company. ATC security is 
currently under the direct supervision of Col. Richard Vanek; 
who answers Girectly to the ATC board ofdirectors, ATC agents 
are not armed with experimental weaponry,But,are issued 
military-grade- fi Pearms such as combat shotguns and assault 
rifles. 
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ASSASSINS 


“Assassin” is the working name for the test 
t subjects from the now-defunct project Icarus 
who were released by Fettel in the Replica 
uprising following the collapse of project 
Perseus. Assassins have special skeletons 
created out of a fiber composite compound 
originally invented to combat the effects 
of microgravity on the human body. As a 
result, Assassins have low body mass and 
R weight, allowing them to take full advantage 
| of improvements to dexterity and agility 

introduced via a series of experimental drugs. 


Assassins are fitted in cloaking suits that 
render them 98 percent invisible to the naked eye. The only way to track an Assassin is to look for slight 
disturbances in light refraction, as cloaking technology cannot render a subject completely invisible. Assassins 
deliver a sharp electrical blast from the gloves of their suits when they attack in melee range. The weapon is 
integrated into the suit and you cannot pick it up once an Assassin is defeated. 


The cloaking suit allows Assassins to move silently. It has a special adhesive surface that allows them to 
crawl up vertical surfaces. The decreased weight of the Assassin's body (thanks to its complete skeletal 
replacement) means the Assassin can also hang from ceilings and wait for targets. 


ABOMINATIONS 


Not every project has the luxury of a substantial testing phase before protocols are introduced to human 
subjects. Project Harbinger, the forced development of psychic abilities and attunement to Alma Wade, is 
responsible for a batch of ruined early test subjects known as “Abominations.” These unfortunate subjects 

were implanted with psychic amplifiers and given a series of chemical compounds in an effort to create psychic 
commanders. However, the early protocols were not stable and the test subjects were reduced to killing 
machines that feed on human flesh, much like Fettel following the second synchronicity event. All Abominations . 
are locked in steel cages to safeguard Harbinger employees. SS 


While the early Harbinger protocols failed to produce working psychic commanders, the chemical compounds 
did improve strength and agility. Abominations seem to be universally afraid of the light, as they often stick to 
the shadows. Due to their increased agility, Abominations can crawl along rafters and through vents to attack 
with the element of surprise. 
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ELITE POWERED ARMOR 


Certain Replica soldiers are trained to operate the Elite 
Powered Armor (EPA), an exoskeleton armed with twin 
chain guns and missile pods. The EPA is strong enough to 
be dropped into any war zone from considerable altitude 
and survive the impact with little damage. The EPA is 

also equipped with both an energy shield that can absorb 
concussive blasts and self-repair nanotechnology to recover 
from small- to medium-size attacks. With armor plating, | 
shielding, and self-repair, the EPA is practically. invulnerable 


sustaining substantial arise it will eject the Pen and 2 d : 
power down until repairs. can be made. gU UN 2 M. 
: nf : 
Special training is requir ed to operate the EPA, although mol wal 
the control panel is designed so any Replica can at least : : 


| show when the chain guns are close to overheating and 
he EPA also has thermal vision for spotting life forms in 
aging filter is easily accessed via the control panel. 


recover an abandoned EPA on the battlefield. 
when a missile pod is loaded ani ; 
low-light conditions. The the 


REMNANTS 


Very few citizens of the Auburn area survived the blast 
that destroyed the Vault facility. Apparently, Alma has 
transformed these people into hostile psychic beings 
capable of reanimating dead flesh through the power of 
thought alone. (Think of them as puppeteers.) Bodies 
under the control of a “Remnant,” as such a being is 
called, are linked to the host via a red cord of visible 
energy. Destroying the animated corpse does not have 
any affect on the Remnant. The Remnant will only 
shuffle to the next corpse it finds and reanimate it. 


Remnants car be spotted frozen in the position of 
ade of their own free; will. As an 


Approach Remnants with extreme cáütion. Remnants caribe destroyed—after all, they are still human beings 
by definition. However, they are vicious‘and single-minded in:theil pursuit of the person who shakes them from 
their Alma-induced stupor. Remnants do not seem to carry any Weapons, but can attack with what can only be 
called a “psychic scream" that disorients, giving them a chance to get away and reanimate additional corpses 
to use as guards. 


SPECTERS 


In the wake of the Auburn explosion that killed the majority of the area’s remaining population, reports of 
“ghosts” have come in from ATC security forces. These ghosts (or “Specters”) are the residual psychic imprint 
of dead people. Specters attack the living on sight by rushing into them at speeds difficult to avoid. A single 
"shot from any weapon will cause a Specter to break apart. 
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You have been diverted from an assignment to assist a Delta Force unit with an ongoing mission 
in the Auburn industrial district. According to your new orders, you are to report to the private 
residence of Genevieve Aristide, president of Armacham Technology Corporation (ATC). You are to 
take Aristide into protective custody before an ATC security team can infiltrate the building and 
seize her. Once you have Aristide in custody, she will tell you where to escort her. 


F.E.A.R. intelligence reports estimate the following items need to be acquired from the field during this mission: 
Intel Items: 8 


Please use these advance team reports to acquire these items. Collecting these items will significantly 
improve your understanding of the situation in Auburn. 


SECURITY CONCERN (INTEL 1): IM TRANSCRIPT #1 (INTEL 2): BAD NEWS (INTEL 3): 


Come THE AREA AROUND THE ARISTIDE COULD HAVE LEFT EXPECT TO FIND ADDITIONAL 
RONT DESK OF THE VALKYRIE VALUABLE INTEL AROUND HER INTEL AROUND ARISTIDE’S 
OWERS FOR PIECES OF INTEL. APARTMENT IN HER RUSH TO AVOID APARTMENT. 
DETECTION BY ATC SECURITY. 


TERMINATION NOTICE (INTEL 5): To-Do List (INTEL 6): 


ARISTIDE MAY HAVE LEFT INSPECT THE INSIDE OF INSPECT THE INSIDE OF 
EVIDENCE AND INTEL IN ARISTIDE’S PENTHOUSE FOR ARISTIDE’S PENTHOUSE FOR 
THE GALLERY AREA OF THE ADDITIONAL INTEL. ADDITIONAL INTEL. 


PENTHOUSE FLOOR. 


s INFO: SGT. BEGKET (INTEL 7): INFO: SGT. KEEGAN (INTEL B): 


ARISTIDE 1S 
EXPECTED TO 
HAVE A PANIC 
ROOM IN HER 
PENTHOUSE. 
THERE SHOULD 
BE INTEL 


INSIDE IT. f E IY NS 


WE EXPECT 
THERE TO BE TWO 
PIECES DF INTEL $, 
- INSIDE; THE PANIC 
ROUM. 
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MULTIPLAYER 


MISSION STRATEGIES 


You've just been pulled off an assignment and sent to Auburn to deal with the aftermath of a standoff at 
ATC HG and one of its test facilities. Reports coming in from the ATC event are sketchy, but it sounds like 

it started out as a massacre and then turned into a bloodbath. You and your team have been assigned to 
collect one of the central figures in the ATC incident, Genevieve Aristide. She is holed up at her penthouse 
apartment. You need to take her into protective custody because a team of ATC security officers is en route 
to the site. If Aristide disappears before you reach her, then Delta and F.E.A.R. may never get the answers 


they need about what's happening tonight in Auburn. 


PREMONITION 


ENEMY. ` When the 
Me E de 
o wy 


| game begins 
y 


~~ 


gout 
X — flames and 
the sky above is a furious red. There is no sign of life 
in this shattered metropolis until you take your first 
few steps down the debris-filled street. Suddenly, a 
little girl appears in the headlights of a wrecked taxi. 
She is walking away from you, dragging a doll behind 
her. How did she survive this holocaust? The little girl 
does not look back at you. She walks straight ahead 
with purpose in each step. As you pursue her, she 


vanishes. 
mm 


When 
you take a 
few more 
steps down 
the street, ;;; 
the girl ^ 
reappears. 
Her 


silhouette à / poc puma TUUM i 
shimmers in the heat coming off the fire pit directly in 


front of her. There is a dead tree arcing over the fire 


pit. A lone swing dangles from its gnarled branches. 


The little girl walks directly into the fire, still clutching 
her doll. She is consumed by the glow of the flames 
below the tree. Continue following her, pausing at 
the edge of the pit. There is no way to cross the fire 
unscathed. And besides, something is compelling you 
- to follow this little girl right into the fire—right into 
hell. 


H 


; | ^N "m flames, you 
int / Paa ( snap back 
ee E. < — to reality. 


THE APPROACH 


==) As you sink 
_/ 1 into the 
E d 


ia It was only 
LO » , | a vision. A 
e | nightmare. 

; ^ But the 


guy in your face doesn't look much better. It's Redd 
Jankowski, one of your teammates. Jankowski is 
shaking you awake. You're almost at your stop. 
Jankowski is brushed aside by Lt. Kiera Stokes, the 
communications specialist that was assigned to the 
team specifically for this mission. Stokes gets your 
visor online so you can communicate with the rest of 
the team as well as monitor your own biometrics and 
see a real-time readout of your ammunition counts 
and armor rating. 


Stokes 
| lowers a 
screen and 
< gives the 
team a short 
briefing 
Yj about 
7 | needing 
Nes x / to locate 
Aristide. Not much of the “why” has been passed 
on to your team, but that's how this business works 
sometimes. Sgt. Griffin takes over the pre-mission 
pep talk and divides the team. He leaves you with 
Jankowski. 
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AS SGT. MORALES, THE DRIVER OF YOUR APG, 
MOVES ON TO YOUR DROP LOCATION, HE TELLS YOU 
WHAT HE'S HEARD ABOUT THE SCENE AT ATC HQ. 
YOU SHOULD BE GRATEFUL YOU WERE ASSIGNED A 
SIMPLE SNATCH-AND-GRAB LIKE THIS. 


Morales 
| “| soon brings 


penthouse beldany, You need to find : 
building. The front door has been ba 


entrance to 
the coffee 
shop is still 
unlocked. As you step inside, Fox and Griffin come 
over the air. They're inside the lobby and have already 
discovered bodies. Looks like the receptionist and a 
janitor were popped. That means the ATC security 
team is already on the scene, so you need to hightail 
it to the lobby. 


Use your flashlight in dark areas so you don’t miss 
anything. 


TE ume 


USE THE DOOR BEHIND THE COFFEE COUNTER. THE 
STAIRWELL LEADING UPSTAIRS IS LOCKED, BUT A 
NONDESGRIPT DOOR BELOW THE STAIRS COULD BE 

d YOUR TICKET TO THE LOBBY. 


RIFFIN HOLI 
CROUCH 
GRIFFIN CA 


There 4 4 
is a lot of | 

blood on the 
receptionist’s 
desk, and 


looks like it 
was worked over pretty hard. Jankowski and ae 
argue about exactly where the receptionist took the 
fatal bullet while Stokes tries to figure out the best way 
to reach Aristide’s place. Griffin finally has enough of 
the chatter and orders you and Jankowski to take the — 
stairs and search for hostiles while the other: shoot 
straight up to the penthouse via the elevator e 
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11 Mission 


— PB, 


* 


| TOP FLOOR 
| When the 
| elevator 

| : i : arrives at 


| 

qu f 
A 

| 

B 
ment. Two ATC security soldiers are 
ist beyond the doors. Stokes 
ots the first one. Take aim and 


is on the far side of the 
rned table. 


BEFORE GOING TO 7 JE STAI 
RECEPTIONIST’S DESK. YOUR A 

INTEL IS THERE, PLUS YOU CAN WATCH SECURITY 
FOOTAGE OF WHAT HAPPENED AT THE FRONT DESI 
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INTEL 1 


The first piece of intel is a file on top of the cabinet 
next to the security monitor. It's a message to the 
building management team from Aristide. She’s upset 
over the lax security in the complex. ATC has fitted the 
building with high-tech security measures, but the front 
desk employees just buzz in anybody without proper 
clearance. Aristide wants the front desk staff fired and 
to see security protocols followed to the letter. 


^ EB "After 
| | collecting 
| | the intel, 
1 | T AS SOON AS THE SECOND THREAT IS DOWN, A THIRD 
| | catch up SECURITY TROOPER KICKS OPEN THE DOOR TO THE 
| | with the rest RIGHT. TARGET HIM AS HE SEEKS COVER BEHIND THE 
| | of the team NEARBY CHAIR. 
| , | in front of 
| / | the elevator. : ; 
: <= You just have When the shooting stops, always walk over bodies and 
a feeling about it—ai e Keegan’s sensi : take weapons, ; 


something is. wrong, hat ; He looks like he's sufferin 


ME Walk | 
4 * Whei through the 
| | elevator | | door the 


third trooper 


| bullets fly: "-— | "> burst 
| An ATC sd. E a- through. 
security | It leads to 
rooper an outdoor 
inside the Pug CU - patio where 
——————— elevator you immediately see a health booster and an SMG. 
and strikes Keegan. Keegan goes down, but However, Stokes spots activity on the balcony in front 
| wounded. Griffin fills the elevator car with of you. Raise your weapon so you can target the ATC 
ad, ventilating the ATC soldier. The body slides down threats through the scope. Stokes opens fire, too, 
the rear wall of the elevator car. With the team now but you need to do the heavy lifting in this firefight. 
down one member, Griffin barks new orders. You and Target the trooper on the upper bal&bny and then cut 
Stokes need to get in the elevator and hurry to the uL. second soldier just. below. He mayitry to 
hide behind the planter in the middle ofthe patio. 1f 


"penthouse. Jankowski can hoof the stairs alone. j 
- so, rouch down and pick him off when he pokes his 
head gut. uem vct 
When:you enter the elevator, scavenge the hostile's es “ i 
SMG. i j 
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, Another 
batch of two 
ATC security 


patio. The 
soldier on 
he balcony. 

£ RUNS ~~ stops near 
an sutdia gas lamp. Shoot the iius to make it 
explode and instantly kill the trooper. Then, lower 
your weapon and tag the ATC security officer on the 
bottom floor of the patio. Once the four soldiers are 
down, Stokes gives the all clear. 


A GATE BLOCKS YOUR WAY INTO THE ART GALLERY 
THAT IS NOT TOO FAR FROM ARISTIDE’S PENTHOUSE 
APARTMENT. WHILE STOKES WORKS ON OPENING THE 
GATE, CHECK FOR INTEL ON THE CRATE TO HER LEFT. 


INTEL 2 


As Stokes 
works on the 
gate, pick up 
some more 
intel on the 
crate next to 
her. This is 

a printout of 
an IM conver- 
sation between Mme_ATC and SnakeFist. In the chat, 
SnakeFist tells Mme_ATC that he’s been working all 
weekend to get a project done that Mme_ATC is hot 
for. When Mme ATC tells SnakeFist that the Harbinger 
candidates are almost to her location, SnakeFist 

is surprised. He didn't expect that development to 
actually pan out, and now that it has, he's convinced 
Mme ATC is crazier than he thought. 


——————ÓÁ— a —IGETEISE S OPENS 
| THE GATE. 
W | WHEN You 
| | STEP THROUGH, 
YOU SEE A 
| DEAD BODY AT. 
THE END OF 
THE CORRIDOR 


à | 
f | THERE’S SURE 
/.| TO BE MORE 
Y/Y ACTION JUST. 


AHEAD. 


INTEL 3 


After passing 
through the 
gate, check the 
small table on 
the left side of 
the corridor. 
There is an 
e-mail printout 
on the table. 


It's to Aristide from a Norton Mapes. According to the 
email, Mapes is at the Vault and is none too pleased to 


report that Harlan Wade is about to release Alma. Mapes 


is about to initiate Plan B, which he and Aristide agreed 
upon at an earlier date. The e-mail ends with Mapes 
warning Aristide that something big is about to happen. 


After 


stepping over 
the body at 
the end of 
the corridor, 
| you hear the 
low hum of 


helicopter 


THERE IS ARMOR, A PISTOL, AND AN SMG AT 
THE FAR END OF THE SKY BRIDGE. PICK THESE 
UP— ESPECIALLY THE ARMOR. IT ABSORBS/ BULLE] 


AFTER 
COLLEGTING 
THE ARMOR 
AND GUNS, 

STEP THROUGH 
THE NEXT 
DOOR AND 

INTO/A SMALL 

LOBBY. THERE 
ISINTEL ON 
THE SMALL 

COFFEE TABLE: 


AND FIRE DAMAGE. 
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MISSION 1 — Mi 


and shelves. Hurry to the pillar right in front of the 


INTEL 4 à : 
: Tene S E stairs leading down to the main floor and look down 

The fourth piece of intel is another e-mail printout through your scope to target the ATC soldiers. Don't 

addressed to Genevieve Aristide. This is an anonymous worry about the valuable hey are the least of your 


e-mail, but the sender certainly knows Aristide quite 
well. According to the e-mail, the sender was able 
to divert the Harbinger candidates as Aristide had Several 
requested. However, it’s not all good news. The 
sender also says the ATC dispatched a black ops team 
to eliminate Aristide, so she had better hope the 
Harbinger candidates get there first. The sender ends 
with a postscript wanting a full report on the first 
prototype. 


concerns tonight. 


Um. » 


NE 


your frag grenades to target 
nce. If \ you can drop a grenade 
up you rack up multiple 


AYVALINVGS 


Be careful with | | grenades! If you accidentally bounce one 
off a wall and it rolls back toward you, you had better 
move. 


GO THROUGH THE DOOR ON THE RIGHT SIDE OF THE 
ROOM. THIS LEADS INTO A SERVIGE CORRIDOR. PICK 
UP THE MEDKIT FROM THE TOP OF THE WOODEN 
GRATES AFTER JUMPING OVER THE HALF WALL. 


THE LAST.OF HIS COLLEAGUES INSIDE 


THE GALLERY. 


THE DOOR AT THE FAR END OF THE SERVICE 
CORRIDOR OPENS INTO ANOTHER GALLERY. FRAG 
GRENADES AND AN SMG ARE JUST OUTSIDE THE 
DOOR. JUDGING BY THE SOUND OF ATG TROOPERS 

DROPPING ROPES INTO THE GALLERY, YOU'RE GOING 
MTO NEED THIS GEAR RIGHT AWAY. 


BULL IN A GHINA SHOP 


RRS 


>» As soon as 

- you step 

out of the 

service 

| corridor 

| and pick up 
| the gun and 


\ 1 p efore leaving the gallery, collect all of the guns fr 

P J SLL | enanas e dead ATC troopers; You have limited Weapons right 
= the ATC “now, so amassing bullets for the few. guns i For 

teopehe hear you: The team Sifesus o out across the possession is critical. 

main floor of the gallery, seeking Cover behind walls E 
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TAKE THE ARMOR OFF THE GRATE IN THE MIDDLE OF 
THE GALLERY. YOU CANNOT COLLECT MORE THAN ONE 
PIECE OF ARMOR—IT ONLY REFILLS SPENT ARMOR. 


NEXT, WALK THROUGH THE BLASTED-OPEN DOORS 
ON THE FAR SIDE OF THE GALLERY AND EASE DOWN 


THE NEXT SERVICE CORRIDOR. THE SERVICE CORRIDOR 

OPENS UP TO THE ROOFTOP. WHEN YOU STEP OUTSIDE, 

PICK UP THE SMG AND FRAG GRENADES. RELDAD YOUR 
WEAPON AND THEN STEP UP TO THE ROOFTOP BAR, 


BLOOD ON THE DANCE FLOOR 
h i 


Black Hawk 
swoops 
down from 
the sky. Two 
ropes drop = 
from the chopper, láhüion on the ground with a dull 
smack. Suddenly, two figures slide down the ropes. 
Peer through your scope and blast these ATC soldiers 
clean off their ropes before their feet ever touch the 
concrete. When those soldiers are down, look to the 
bar with the neon sign for the next wave of troopers. 


The next 
~~ soldiers 
"^^, are inclined 

4, | to use 
| makeshift 
| cover, Watch 
for the 
j cry | troopers to 
qu v < T- —/ kick over 


tables and then crouch behind them foi 
weapons cannot destroy the tables a 
troopers, so you must either wait for the threats to 
show their heads, or you must move to a position on 
the roof where you can see behind the tables. 


You also 

| can overturn 
tables and 

«M chairs to use 
as cover. 
When more 
soldiers jump 
aioe! over the 
walls behind 
the bar, flip a table and crouch behind it for cover. 
Then, target the troopers through your scope a: they 
storm the bar. They may not spot you rig i 
most of you is tucked behind the table. 


DON’T IGNORE THE STAGE AND DANSE" FLOORS WHILE 
YOU'RE LOOKING FOR TROUBLE BEHIND THE BAR, A" 

Wily ATC TROOPER MAY TRY TO FLANK You EROM 
THE STAGE. 


C 
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There is armor behind 
chewing you up, snea 
armor. E 


"WHEN THE COAST IS CLEAR, SLIP UNDER THE 
HALF-OPEN GATES TD THE LEFT OF THE BAR TO 
PUSH DEEPER INTO THE BUILDING. MORE GUNS AND 
GRENADES WAIT FOR YOU JUST BEYOND THE GATES. 


ducking 
under the 
gates, 

kill your 
flashlight, 
A few ATC’ 
soldiers 
patrol in the 
kitchen ahead and if TUR see your mm ma will 
be ready for you. Leave the flashlight off so you can 
launch a sneak attack. Sidle up to the half wall looking 


\ There 
| are three 

| soldiers in 

| the galley, 

| so count the 

P bodies after 

| the blast. If 
| you only got 
' two of them, 

look for the third ATC trooper kneeling behind shelves 

othe food prep counters. Drop him before walking 


». 


hi d 


6 MISSION 7. 


MISSION STRATEGIES 


Mission 9 


into the galley. Next, pick up all of the soldiers’ SMGs, 
plus a MedKit on a food prep counter in the kitchen's 
back corner. 


u 
» 
Z 
g 
Ar 
c 
» 
Z 
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OFFICE. THERE is A MEDKIT AND SMG ON THE TABLE 
NEXT TO THE COMPUTER. AFTER COLLECTING THE 
GEAR, JUMP THROUGH THE BROKEN WINDOW AND GUT 
ONTO THE LEDGE. 


A LONE SENTRY IS ON THE ROOFTOP OPPOSITE YOU. 
PICK HIM OFF BEFORE HE NOTICES YOU. 

Dawn is 
rising over 
Fairport as 
you step 
outside. You 
must get 
across to 
the exposed 
heating duct 
on the opposite building. Jump out to the window- 
washing rigging. It gives under your weight, so rush to 
the end of the rigging and jump to the ledge with the 
duct. Step onto the narrow ledge and then shimmy 
over to the duct. Duck down and slip inside. Follow 
the duct as it leads into a maintenance closet. 


CORNERING ARISTIDE 


You're getting close to Aristide's penthouse. Not only 
are the ATC security attacks increasing in'ferdeity, 
but”so are the strange headaches and blurred Vision. 
Is there something about this place that’s having: a 
strange effect on you? And if so, why,does it seem to 
be affecting only you and Keegan, but not Stokes? 
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DEAD POOL 
mE 77 ——' ^ When you 
exit the 
N maintenance 
| closet, you 
| Stand at the 
edge of the 
/ | apartment 
| building's 
" - pool. 
Another tremor overtakes you as the scene turns 
blood red. The lights dim. You get the feeling that 
something sinister is in the pool, yet you cannot help 
but wade into it. As the waters close around your feet 
and then knees, you are overcome with the sensation 
of drowning. In the blackness, the outline of a figure 
appears. You hear a voice as if it were talking about 
you. This is not a memory of yours. Whose is it? 


After the 
vision ends 
and the | 
world flashes 
back to 
normal—or, 
at least as 
normal as 
it's going to 
get tonight—you wade back out of the pool. But « as 
you climb the steps, you see a flash of a little girl in a 
red dress walking away from you. She cannot be real, 
can;she? But there she is, right in front of your eyes. 
She! disappears as you step out of the pool completely. 


| GIRE WALKED 
THROUGH 
AND THEN 

IMMEDIATELY 
TURN TO 
THE RIGHT. 


Heat 
FULL 


M vus of 


A DOOR ON THE FAR END OF THE ROOM LEADS OUT 
TO A SMALL PORCH OVERLOOKING THE POOL. THERE 
IS AN SMG AND SOME HEALTH BOOSTERS. ON THE 
PORCH. AND SOMETHING ELSE ... 


After your heart rate returns to normal, step back 
into the pool house. Some armor sits on the crate 
-near the porch door. Pass the shelves and enter 
the wood-and-glass door on your right. This is a 
huge walk-in closet. You are now inside Aristide's 
penthouse, closing in on your target. 


When 
you exit the 
closet, you 
can hear the 
| chatter of 
ATC security 
| troopers 
| inside the 
^ penthouse. 
They haven’t found Aristide yet. Sidle up to the corner 
of the closet and peek inside the penthouse's living 
room. The ATC security officers will spot you within 
seconds, but if you act fast, you get the drop. Raise 
your weapon and target the soldiers with your scope. 
Open fire and take down as many as you can with just 
one clip. 


When you need to reload, step back into cover. Here, for 
example, pull back into the closet and then reload your 
weapon so you are not exposed ‘while fumbling with a 
fresh clip. 


When you have the element of surprise ona large group 
of targets, use grenades. All of the targets will see the 


Look OUTIFOR 
A TROOPER 
HIDING BEHIND 
| THE FRIDGE IN 
THE KITCHEN, 
WAIT FOR HIM 
TO POKE OUT 
HIS HEAD 
TO SHOOT, 
OR TOSS A 
GRENADE INTO 
THE CORNER I 


THERE IS AT 
LEAST ONE 
SECURITY 

TROOPER ON 

THE BALCONY 

OVERLOOKING 
THE LIVING 

ROOMA GROUCH 

DOWN so’ You 
CAN SPOT 

THE TROOPER 

AND PICK HIM : = 

OFF FROM THE. Lr Hu 

LIVING ROOM. 5 
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GENEVIEVE 


— The corridor 


| leads to 
i p ' Aristide's 
= o bedroom. 


5 | You expect 


Neutralizing all of the ATC targets fills the room with 
extra SMG ammo. While collecting it, be sure to pick up 
the health boosters in front of the television. 


INTEL 5 : 
3 to find 

Heading tte Aristide 

intel on the E 

kitchen counter Z there, but 

gives you an SORS 7 sai : instead you 

idea of just how _ see the little girl in the red dress. She is reaching for 

serious ATC 2 | a music box on a shelf against the wall. She seems 

is when they à : transfixed by the music box. It looks like one you saw 

usetheword Oa am on the APC. Is there a link between 

“termination.” girl? Before you can ask her who 


This is a letter informing Aristide that she is to be fired 

in the wake of the massacre at the Perseus Compound 
and the crisis at ATC HQ in Fairport. The letter specif- 
ically cites Aristide’s secret decision to open the Vault 

as a catalyst for these dire situations. Accusing her of 
arrogance and negligence, the board of ATC has decided to 
hold her solely responsible for the death and destruction 
underway. But if ATC was firing Aristide, why are they 
sending in an entire team of specialists to kill her? 


STEP TO THE MUSIC BOX. WHEN YOU TOUGH IT, YOU 
ARE THROWN INTO ANOTHER VISION. YOU SEE THE 
LITTLE GIRL ON A SWING, PLAYING QUIETLY. A MAN 
APPROAGHES HER. HER FATHER? HE TELLS THE 
LITTLE GIRL IT'S TIME TO GO. 


AND AIM FOR THE DOOR. ANJATC TROOPER KICKS! 
THROUGH IT JUST AS YOU CLOSE IN ‘ON THE DOC 


INTEL 6 
Aristide 
dropped her 
to-do list in 

the hall leading 
away from the 
living room. The 
list details her 
plans prior to 
arrival of the 
ATC security squad that was under orders to eighty-six 
her and any evidence about her wrongdoings. The list 
includes a note to call a senator about accelerating the 
Harbinger schedule and to get lab results from Terry. 
There’s a Dr. York on this list, too, and apparently he 


WHEN THE VISION ENDS, THE BOOKSHELF SLIDES TO 
THE SIDE, REVEALING ARISTIDE’S PANIC ROOM. THERE 
ARE TWO PIECES OF INTEL JUST BEYOND THE SHELF. 


WHY DOES 
| ARISTIDE HAVE 
I PHOTOS OF 
|| EVERYBODY ON 
YOUR TEAM? 
WAND wHy IS 
UANKOWSKI'S 


needs to prep for surgery. Aristide seems to have a | PHOTO 
feeling things might get choppy, so she makes sure to | EL In 
RED? 


have a helicopter on stand-by, just in case. 
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INTEL 7 AND 8 


There are two 
intel folders 
next to the 
filing cabinets 
and the poster 
board: covered 
with photos 

of your team. 
Each folder 
includes a profile on a member of the team. The file 

on the floor is your personnel record. The file was 
prepared by Dr. York. It includes a series of test review 
scores—something named Paragon. According to these 
scores, you tested the highest out of all candidates 

in physical condition, mental stability, and telesthetic 
potential. In fact, York says you have the best Paragon 
scores outside of the Origin prototypes. (Is this the 
same prototype referenced in the anonymous e-mail?) 
The other folder is Keegan's. Apparently, Keegan also 
possesses great telesthetic potential, but his mental 
stability scores were only average. This score is cited 
by Dr. York as a cause for concern. However, a note 

at the bottom of Keegan's file says he is already 83 
percent synchronized with Alma's psychic signature. 


be the Vault facility. The: of you l 
of à man opening a sphere inside the Vault. When the 
sphere opens, a cloud surrounds the man and reduces 
him ta a pile of bloody bones. Aristide watches on with 
surprise and intrigue instead of horror. But before 

you can question her, you are struck with another 
headache. You vision blurs as Aristide vanishes. 


STUMBLE OUT OF THE PANIC ROOM AND TRY TO 
REACH THE PENTHOUSE LIVING ROOM. 


< clouds above ~= 


A NAKED YOUNG WOMAN STANDS AT THE WINDOWS 


IN THE LIVING ROOM, WATCHING THE SUN RISE. SHE 


HAS NOT SEEN A SUNRISE IN OVER 20 YEARS. 


| can reach 
the young 
^! woman, 

| lightning 


, | Fairport. It 
/ | seems to 

- x €— concentrate 
over a very specific point inside the middle of the city. 
Suddenly, you are rocked back by a shock wave. As 
you fall to the ground, th 
That's when the unbaginidis hys 


As you g 
try toget | 
up from the | 
ground, you » 
see a fireball 
rise from 
the Fairport 
skyline. The 


the city are blown i. by the pu ‘of the explosion. 
Only one thing can.cause this; There has been a 
nuclear detonation—a nuclear detonation inside an 
American city. The mushroom cloud blooms over the 
city. It would be an object of majesty if it weren't a 
harbinger of death. The second shock wave from the 
blast knocks you unconscious. 


m: 


When 
| you come 
| to, Aristide 
| is standing 

| over yeu. 

| She is 

| flanked by 

à -rmen in dark 
Ka. d —— / suits. She 


y) 


k DE them to pick you up. There isn't. much time. 
You must be-transported now. =: 4 


Before you 


j| crackles over 
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The mission to intercept and escort Genevieve Aristide away from her penthouse apartment 

was interrupted by an explosion in the Auburn industrial district of Fairport. The last thing you 

remember seeing was a mushroom cloud rising over the city and Aristide telling her associates to 

pick you up. After that, it's all black. It is impossible to estimate the damage this soon after the 

explosion, but the death toll is sure to be high. The fate of the rest of your team is unknown. When 
^. ` you finally do come to, you're strapped to an operating table. 


Ato ug 


ACQUISITION LIST 
FE.A.R. intelligence reports estimate the following items need to be acquired from the field during this mission: 
Intel Items: 11 
Reflex Injectors: 1 


Please use these advance team reports to acquire these items. Collecting these items will significantly 
improve your understanding of the situation in Auburn. 


MEMO: M. BECKET (INTEL 1): INFO: 1SG GRIFFIN (INTEL 2): INFO: SGT JANKOWSKI (INTEL 3): 


CHECK THE CHARTS AROUND THE CONTINUE COMBING THE THE RECOVERY ROOMS ARE SAID 
HOSPITAL FOR INTEL. HOSPITAL ROOM FOR ADDITIONAL TO HOLD LOTS OF INTEL USEFUL 
PIECES OF EVIDENCE THAT MAY FOR THIS MISSION. 


HELP FLESH OUT THE SITUATION. 


SURGIGAL NOTES (INTEL 4): CHEGK THE NEWS (INTEL 5): URGENT WARNING (INTEL 6): 


INVESTIGATE THE SMALL OFFICE PEEK INSIDE THE OFFICE ABOVE MEDIGAL LABS ARE LIKELY 
NEAR THE LOBBY. THERE MAY BE THE WAITING AREA. LOGATIONS FOR INTEL REPORTS. 
INTEL INSIDE. 


INFO: ILT STOKES (INTEL 7): DIODE IMPLANTS (INTEL 8): ADMITTING PATIENTS (INTEL 9): 


y / 


Lm 
a. 

X f 

LEE Nasse Wan 9, / 


J MAKE SURE TO SWEEP EVERY THE MORGUE IS A GOOD PLACE TO THE SECOND FLOOR OFFICES 
RESTROOM FOR MISPLAGED INTEL LOOK FOR INTEL ON HAPPENINGS SHOULD HAVE INTEL INSIDE THEM. 


REPORTS. AT THE HOSPITAL. 
uw 3 % * 


* 
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ACQUISITION LIST (continued) 


EVALUATION REPORT (INTEL 10): 


E | 


/ 

Y x TE 

X = SA) 

NOT ALL AREAS WITH INTEL ARE 

EASILY ACCESSIBLE. LOOK FOR 

ALTERNATE ROUTES TO REACH 
CERTAIN ROOMS. 


TAG OVERVIEW (INTEL. 1 1): 


ARISTIDE OR VANEK COULD 
HAVE DROPPED INTEL IN THE 
STAIRWELLS. 


REFLEX INJECTOR: 


í 
Wil ^» a, 


THE STORAGE ROOMS ARE OFTEN 

STOCKED WITH USEFUL SUPPLIES, 

SO CHECK OUT EACH AND EVERY 
ONE. 


RATEGY 


The explosion knocked you unconscious. Just as you slipped away, you saw Genevieve Aristide hovering 

over you like a vulture. She wanted you there—you specifically. Whether that nuclear explosion was part of 
her plan is unclear, but this is for certain: Aristide is a wicked operator. You wake up inside of a hospital, 
separated from your team. You must locate the rest of the team in the hospital, starting with Lt. Stokes. 
But the hospital is currently under siege by ATC security officers assigned to destroy the facility and anybody 
associated with what happened to you. If you want to survive, you must find a weapon. 


consciousness, you can hear surgeons working 
you. You don't know if they are adding; something or 
taking things out, but the: main surgeon works with 
a degree of caution not shared by Aristide, who is 
observing the operation from above. 


You sense another entity in the room. It's that 
young woman that was watching the sun rise over 
Auburn just before the terrible explosion. Her 
presence is corrosive. Every time she appears, the 
operation room transforms into a chamber of horrors. 
The doctors suddenly become slavering monsters 
stabbing you with needles and scalpels. Finally, after 
a particularly grotesque vision of the main surgeon, 
you pass out and do not wake again in the operating 
room. 


GET WELL SOON 

You come to in a hospital room on a bed. The room 
looks like it's been recently ransacked. The scene is 
silent, save for the hiss of the television in the corner. 


Stokes 
comes over 
the radio, 
but it is 
difficult to 
hear her. At 
least she's 
alive and 
knows you're ~ 
alive. You must fir 
can rejoin the entire get out of the hospital 
as soon as possible. There's definitely so 
right with this place. 


INTEL 1 


Before you slip 
out of your 
hospital room, 
check the 
charts near 
the door. There 
is a memo um D à 
pertaining to emm pM M 
you. According on RE 
to the memo, you are making a near miraculous 
recovery from surgery. Your vitals are almost normal. 
However, hospital staff has been advised to inform you 
that you were medevaced from the blast zone and then 
insist you do not leave the room. Too bad nobody is 
around to enforce that last part. 
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INTEL 2 


There is a 
folder on the 
table near one 
of the beds in 
Recovery 104. 
_ The folder 
contains intel 
on Cedric 
Griffin, your 
commanding officer. The file has the same Paragon 
" x scores as your file found in Aristide’s panic room. 
RECOVERY ROOM 101 IS DIRECTLY NIS E Ame Py According to Griffin's file, he possesses great mental 
HALL. NOTHING OF INTEREST IS INSIDE THElRBOM;. stability and is in good physical condition, but he has 
BUTSCHECKIPIGAEEL IDEE gO O00 Ral SPs CORE AE ie only above average telesthetic potential. The notes at 
; ERAS : - the bottom of the scores indicate that while Griffin is a 
fine soldier, he is at significant risk of failing something 
called the “actualization process.” Still, he has been 
approved for Harbinger. 


> 
= 
> 
A 
m 
- 
Z 
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Recovery 
104, follow 
Alma around 
the corner. 
The hospital 


AS SOON AS YOU TAKE A FEW STEPS DOWN THE looks 


HALL OUTSIDE YOUR ROOM, YOU SUFFER A MINOR 
HEADACHE. YOU SEE THE YOUNG WOMAN (THis must completely empty—and like everybody left in a Hires, 


BE THE ALMA THAT ARISTIDE REFERENCED IN HER An X is spray painted on the wall. That's a technique 
PANIG ROOM) AT THE END OF THE CORRIDOR, DISAP: used by police and military to mark when an area of 
PEARING ‘AROUND A CORNER. WHEN SHE VANISHES; YA E he ‘a " : 

a building is clear. So, whoever is tearing apart this 
hospital has no idea you're here. You can use that to 
Take the your advantage; | 
first left 1 
when. 
| walk 


YOUR HEADACHE SUBSIDES. 


TW in the nurse’ 5 S tatilli. There are live 

B from the blast on the news. The first death tolls 
i halle not been released, but they are expected to he in 

`"! the tens of thousands. 


Central 
. Supply and CHEM 104. Enter the d Gupit closet 
first. The room has been tossed just like your hospital 

; ut whoever conducted the search left behind 
it. Take the MedKit to start building up, your 
"ve of healing items. After you collect the MedKit, 
, back out of the closet and enter Recovery 104. 


LEAVE THE NURSE’S STATION AND WALK (THROUGH 
THE NEARBY DOUBLENDOURS. 


Pod 
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ALMA LURKS 
JUST BEHIND 
THE DOUBLE 
DOORS. IT'S 
ALMOST AS IF 
SHE 1S TRYING 
TO LEAD YOU 
SOMEWHERE 
INSIDE THE 
HOSPITAL. 


FOLLOW THE CORRIDOR, STEPPING AROUND THE 
OVERTURNED GURNEYS AND HOSPITAL EQUIPMENT. 
THE HALL TURNS TO THE LEFT. THERE ARE TWO 
DOORS AHEAD: RECOVERY 105 AND RECOVERY 106. 
A TRAIL OF BLOOD LEADS INTO 106. 


The door 
to Recovery 
105 is 
blocked by 
a barricade 
inside the 
room, 
so enter 
Recovery y 
106; The room is empty.: Recovery. 105 and 106 
share a bathroom, so step into the bathroom and 
then pass through Recovery 106. The room is dark. 
Theré:is an intel folder on the counter next to the 
sink. 


INTEL 3 


The folder 

next to the 
sink contains 
the Paragon 
scores 

for Redd 
Jankowski. 
Jankowski's 
physical fitness 
Score is outstanding, but he takes a hit in the mental 
stability department. His telesthetic potential is only 
above average, which makes him a reserve Harbinger 
candidate. The notes in this file suggest that Jankowski 
has only a competent military career thus far. However, 
when his brother Spencer Jankowski was signed up for 
F.E.A.R., he was considered for Harbinger. 


o / 


TUR 


AFTER FETCHING THE INTEL FROM RECOVERY 105, 
BACKTRACK TO 106 AND LEAVE THROUGH THE DOOR 
IN THE BACK OF THE ROOM. 


THE BLOOD 
TRAIL ON 
THE GROUND 
PASSES UNDER 
A SIGN FOR 
THE ELEVATOR. 
YOu MUST BE 
CLOSING IN 
ON A WAITING 
AREA. 


TAKE A RIGHT WHEN’ THE CORRIDOR FORKS. DOUBLE 
DOORS TO THE LEFT LEAD INTO THE WAITING AREA, 


BUT THERE IS MORE INTEL.OFF TO THE RIGHT. 


PASS THE BAY DF WINDOWS, THAT#LOOKMNTO THE 
WAITING AREA. THERE IS A SMALL OFFICE AT THE'END 
OF THE CORRIDOR. 
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INTEL 4 


The small office 
next to the bay. 
of windows has 
been torn up, 

but there is an 
ATC-marked file 
folder on top 


of the toppled > 
file cabinet. = 
The folder contains the transcript of Dr. York’s surgical > 
notes. According to the notes, the first three of the ME ^ 
four activation surgeries have been a success and have ^ ENTER THE SMALL OFFICE NEXT TO THE RESTROOMS. m 
been transferred to different wings of the hospital to You CAN SEE BLOOD ON THE WALLS THROUGH THE Z 
minimize pre-conscious telepathic interference. (York Cex | OPEN WINDOW. = 
must be the surgeon who was operating on you.) The T s Z 
fourth patient, Jankowski, is still in pre-op. But once INTEL 5 D 
he’s out, the four of you will be sent to attunement. -Step over the 
York makes a special note about your progress. body in the 
Apparently, you have a resilience he has never seen. —— small office 
Like there is something that refuses to let you die. Yet. and pick the 

" intel folder 

off the desk. 


The intel is an 
e-mail printout — — 
As soon as of an exchange 
you pass between two hospital employees: Jim and Kelly. Jim is 
through the telling Kelly to turn on the news. She'll see an expla- 
double doors nation for the tremor that recently rocked the hospital. 
| and enter 
m~ N the waiting 


E Leave the 
L^ y | area, the j | small office 
| vost =, / "| corpse of i to move 
pea ninni - ^ a doctor is h through the 
shoved over the railing above you. The doc lands on “= open double 
the ground with a damp thud. ATC security troopers i Wem at 
must be nearby, so ind frosty. ed Up the stair | the end of 
the corridor 
to the left. 


When you step through them, you spot a live one. A 


Follow the | 
‘blood trail the window next to you. Soldiers in pursuit of the nurse 
~ away from open fire. She is executed right in front of you. Fortu- 

the stairs. nately, the shooters cannot get to you fram where they 


are. The doors ahead have been blocked with furniture. 


Follow the 
massive blood 
trail into the 
open door i 
marked “staff 


^ There" : dm only." The 
There's a nurse in there. She met a similar fate as door leads 


the doctor now swimming in a pool of his own blood 8 s 
E 3 à 2 into a service 
down in the waiting area. Whoever is doing this wants corfdor. 3 2 
m n n 2 1 EST í,U uL 
absolutely no witnesses. But witnesses to what? Follwy the corridor as it winds areünd past the fencing 
andj a medical lab. There is a a Office just off 


the corridor. The janitor-is on his backyidead eyes looking 
at the ceiling. Keep moving until you reach the lab. 


<e EENMAA ER EOR 


| 
po 
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ARISTIDE 


( VEN 3 When you 
^ | enter the 

| lab, you can 

| see Aristide 

| on the other 

i] | side of some 


j 1 
j | windows. 
= _/f | Aristide is 


a TIERS ie d certainly 
glad to see you—but don't celebrate just yet. The 
last time she was happy to see you, a nuke went off 
and you woke up on an operating table. Aristide says 
she wants to help get you out of there. She tells 

you to meet her in another lab. You now have a new 
objective: Get to the TAC Lab. Aristide will meet you 
there and get you out of the hospital safely. 


After = 
Aristide 
leaves, wind | 
aroundthe | 
counters in 
the medical 


lab and enter | \ $ 7 | 


into another | Vee m 
service wed T TUN 
corridor. Keep your eyes peeled for a fence on the left. 
Open the door in the fence and fetch a MedKit from 
the shelf. After you have pocketed the MedKit, continue 
through the service corridor. A plain gray door at the 
end of the corridor leads into another medical lab. 


INTEL 6 


Just beyond the 
service corridor 
is a medical lab. 
When you step 
into the lab, 

you immediately 
spot an intel \ l 
folder on the Voss / 
counter. The : 

intel is a memo from Aristide addressed to the entire 

staff of the hospital. Aristide warns all hospital employees 
that the facility is under attack by Col. Vanek and his 
security teams. They are operating under the orders of the 
ATC Board of Directors. The mission is nothing short of 
complete eradication of any evidence of Harbinger—and that 
includes any employee of the hospital. Aristide tells staff 
members to not even bother trying to surrender peacefully. 
Vanek does not believe in taking prisoners. The best bet for 
survival is to barricade doors that lead to the main lobby 
and then attempt escape through emergency exits. 


Judging from the bodies you've found so far, the escape 
attempt does not look like a resounding success. That said, 
at least Aristide did try to warn these people about Vanek. 
Too bad the people of Auburn never had the same warning 
before the blast. 


AFTER COLLECTING THE INTEL FOLDER, LOOK 
THROUGH THE WINDOWS ON THE FAR SIDE DF THE 
LAB. THERE ARE ATG TROOPERS OUT THERE AND 

THEY ARE ARMED WITH NAPALM CANNONS. THIS 
PLACE IS GOING UP IN SMOKE—AND FAST. 


EXIT THE LAB THROUGH THE DOOR IN THE BACK. 
YOU STEP OUT INTO A QUIET HALL, DIRECTLY ACROSS 
FROM OFFICE 201. 


FIGHTING BACK 


You are not going the way of the surgical staff at 
this hospital. You are wal ing out the doors alive. 
But now that you've caught up with the ATC security 


confront at least one ATC trooper unarmed. That’s 
a dicey situation. You saw how well the unarmed do 
against these thugs when you poked your head into 
the men’s room a few minutes ago. 


Despite not knowing exactly what Aristide and York 
did to you in that operating room, you are aware of 
one benefit: reflexes. They implanted something in 
you that lets you temporarily move with agility and 
dexterity far greater than any normal person. For a 
few seconds, the world slows to a crawl. And during _ 
that time, you can make lightning-fast movements 
such as dodging bullets or lining.up a headshot with 
impunity: This trick is your ticket oUt of this hospital. 

And if you can master your reflexes, it is likely to be 
theedifference between finding eut exactly what Alma 
is Au finding out what the inside of a.coffin looks like: 
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S.C MISSION 10 “t 


OFFICE 201 


MOVE 
THROUGH 
THE DOOR IN 
THE BACK OF 
THE ROOM 
TO REACH 
A NURSE’S 
STATION. WITH 
ANOTHER 
SMG. 


^ Right as you 
1 X] step inside 
| Office 201 
| hit your 


direction. You have 
While they can es 
nimbleness, you must [ 
on the table ahead. As 
are in business. 


Before 4 
your reflexes | 
run out, look | 
through your | 


Scope at HROUGH THE SMOKE WITH HIS GUN BLAZING. HIT 
the two ATC à YOUR REFLEXES AND TAKE HIM DOWN: 
troopers in 

the room 


and open 


Sn 6st 
: pcenas of the troopers, back out of the room and 
let the meter "m Then move back in ‘pnd finish off 
the ad 


ALL PLATOON, INCLUDING: A FEW 
EMICAL SUITS. WHEN YOU spor 
THE TANKS ON THEIR BACKS FOR A 


4 

| 

| 

i 3 

| T } RITY SOLDIER IS) ONE. HE'S 
| 

| 

| “OQNE-SHOT KILL. 55 


two choices 


for moving 
up. You 
4 can either 
HE TWO ATG TROOPERS ARE ON THE FLOOR, work your 
Bee E e ace trac cecwaccaion n Way up the 
ONE OF THE DESKS. corridor with 
the double 


doors, or dive into the patient rooms on the left. The 

5 $ $ rooms are all connected and con Jots of tables 

The SMG you swiped while using your reflexes was and beds you can use as dvo can.the ATC 

marked with a blue glow stick. Any time you spot a blue troefférs. Use your reflexes £o manage ti Idiers. 

“œ glowstick like that, there is a weapon or some gear Wi you run out of reflexes, fall backbel ifd a wail 
bc recharge for a few/seconds before getting back 
: Ie fight. Amt k 


> 
= 
> 
^ 
m 
Z 
Z 
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HEALTH 
BOOSTERS 
AND AN SMG 
ARE ON THE 
COUNTER 
BETWEEN 
THE PATIENT. 
ROOMS. 


More 
soldiers 
file into the 
laboratory 
on the 
opposite 
side of the 
corridor 
from the 
patient rooms. There are oxygen tanks inside the lab, 


SECURITY BREACH 


Í hall until you 
| reach a bay 
of windows 


FEEN, officers in the lobby directly below you. They do 


. not see you while they inspect the security station for 


so throw a frag into the room. The blast sets off the 2 


oxygen tanks, creating giant fireballs that ci z 
any nearby targets. Use reflexes to hunt the threats 
as they movie in and out of the lab and the narrow 

hall to its right. 


Pick up the health boosters from the counter i 
laboratory to recover lost stamina. ; 


MORE TROOPERS IN CHEMICAL SUITS STORM THE 


LAB. FALL BACK TO RECHARGE YOUR REFLEXES AND © 


THEN USE THEM TO TARGET THE TANKS ON THE 
TROOPERS’ BACKS. AFTER ELIMINATING THE TWO 
TROOPERS IN CHEMICAL SUITS, PASS THROUGH | 
THE LAB AND MAKE A RIGHT TURN AT THE VENDING 
MACHINES. 


any sign of survivors. While the ATC soldiers are gawking 
through the windows on the security station, toss a frag 
grenade right at their feet. One of them might react fast 
enough to get away, but if you drop it right in the middle 

of the trio, you can usually shred two of the targets. 


- Finish off any survivors from the safety of the windows and 
then drop down into the lobby. There is armor on the table 
between the two couches on the left side of the lobby. 


BBY, BACK UP AND 
NDING MACHINES 
HE VENDING 


INTEL ‘7 
Open the door 
to the last stall 
in the women’s 
rest room. An 
intel folder rests 
on top of the 
blood-splattered 
toilet. It’s 
Stokes’s 


medical file. Apparently, Stokes was never administered the A ! 


Paragon tests. (Come to think of it, you cannot remember 
when you were given those tests, either.) Stokes is not a 
Harbinger candidate. She is a communications liaison that. 
was attached to your unit for the mission that was inter- 
rupted by the events in Auburn. Aristide wants Stokes to 
remain sedated until she can decide her fate. Since Stokes 


= has-been on the radio, it's safe to say Aristide's plan is 


already unraveling, to a degree. 
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* 
LEAVE THE RESTR 
AND APPROACH T 


troopers 
come in 
three HAT 
waves. After 


reload and o - 7 = : 
look for more to come through the mmm above 
Use your reflexes to shoot them before they can 


either use the couches as cover or heave their bodies 


aids the window. 


Il of the troopers are down and you have 

their weapons, fall back into the open 

B ir. Press the floor button to head to the 

aen 'the hospital. The ATC know you're there 
- and shut off the power to the elevator, trapping you 

" between floors. Reload your weapon and stand off 
to the side of the door. You need to be ready for the 
moment the doors open. 


MISSION STRATEGIES MULTIPLAYER 


PEN, HIT YOUR REFLEXES AND OPEN 
+E REIS ON THE FLOOR ABOVE 


coor INTO THE CRAWL SPACE BELOW 
THE CRAWL SPACE TO; THE LEFT. YOU 
ORRIDOR. 


d 
. ^ The service 
| corridor 
| ends at à 
| door that 
| is slightly 
| ajar. Peek 
| | through it. 
| There are 

/ two ATC 
troopers standing in front of an open elevator door, 
although there is no car in front of them. They are 
just looking down the empty elevator shaft. You have 
two options: both involve. popping s reflexes. Now, 
you can either shoot the troopers or rush.behind 


themf'and use a melee attack to push the tenth 
p shaft. P. Pi 


EJNINGSDINVAANZ 
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The 

|! commotion 
-| raises the 
alarm and a 
-| trio of ATC 


the elevator 
lobby. Two of the threats are dressed in chemical 
suits, so use the tank-popping trick to drop them with 
single shots. After the scene quiets down again, scour 
the bodies for ammo and health boosters. 


While you should typically prioritize the enemy closest to 
you, go for the soldiers in the chem suits first. They can 
be dropped with single shots. 


NEXT, WALK THROUGH THE SHATTERED | 
SLIDING DOOR. 


AS YOU CONTINUE DOWN THE NEXT CORRIDOR, YOU 
PASS A STORAGE ROOM. THERE IS NO WAY THROUGH 
THE WINDOW, BUT YOU NEED TO FIND AN ACCESS 
POINT. THERE'S SOMETHING IN THAT ROOM YoU 
REALLY NEED. THE SLIDING DOORS TO THE RIGHT OF 
THE STORAGE ROOM ARE LOCKED. YOU NEED A KEY 
CARD TO.OPEN THE DOORS. TURN AROUND AND WALK 
THE OTHER DIRECTION DOWN THE CORRIDOR. 


Ld 


. doors. The morgu 


C 


YOU PASS AN OPERATING ROOM. OPEN THE DOORS 
AND STEP INSIDE. THERE IS AN SMG ON THE 
COUNTER IN THE BACK, MARKED WITH A BLUE 

d GLOWSTICK. 


As you 
continue 
traveling 
down the 
corridor, 
you arrive 
at another 
set of locked 
^ sliding 
e doors and you 


need to get inside the third floor. 


ground, floating 


Before 
entering 
the morgue 
with the new 
key card, 


locked sliding 
doors. Open i X 
the doors with the card and then slip into the storage 
room (Storage. 211) immediately to your left. There 
is a reflex injector on the shelf just inside the door. 
Grabbing this item increases your reflex time, giving 
you additional reflexes to use against the ATC securi 
teams. Now, backtrack to the locked morgue, c 
and open them with the key card. : 


Continue down the corridor until it forks. Guns ard 
armor lie on the overturned carts at the junction. Kill" 
your flashlight if it's on and: then SION move up to the 
corner to youn, left. 


> 


PICKING UP THE Pieces 


7. 


MISSION 2 


;.. You found 
a another 
| survivor! 
| Maybe he 
| can tell yo 


doctor. Unload indi 
crumples to the floor. 


Shooting 
the trooper 
only lets his | 
colleagues in | 
the nearby 
cafeteria 
know you're 
close. Walk 
up to the 

cafeteria door and hit your reflexes so you get da 
first shots. Pop the chemical suit-wearing trooper 
right in the tank. He explodes like a pifiata. More 
soldiers file into the cafeteria. Use the wall between 
the door and window as cover as you pick off the 
NESTING, sat ime 


ADVANCE INTO THE CAFETERIA AND OVERTURN ONE 
OF THE TABLES TO USE FOR COVER. BLAST THE 
) REINFORCEMENTS THAT SOON ARRIVE, THE ATE 
DRRICERS.USE THE TABLES AS SHIELDS, TOO, SO 
CAOUT OF YOUR COVER POSITION TO TAG THEIR 
EXPOSED PARTS WHILE THEY RELOAD. 


Remember, the ATC thug that executed the good doctor? 
He had a combat shotgun. Pick up his weapon to add it 
to your inventory. Now, you have an excellent close- 
quarters weapon. Mixing the shotgun with the reflexes 
results in a bloodbath—the kind of bloodbath where only 
you come out clean. 


MISSION STRATEGIES MULTIPLAYER 


MISSION & MISSION 13 


YOU MUST) BE 


TO SOMETHING 
THE ATG 
DOESN’T WANT 
YOU TO SEE, 
BECAUSE AS 
YOU MOVE 
DUT OF THE 
CAFETERIA; 
| MORE SOLDIERS 

ARRIVE. 


and leads directly to the 


like he is investigating something. You'd better hurry 
if you want to find your teammates and get out of this 
hospital. 


THE DOOR 
| TO THE BODY 
ROOM IN THE 
MORGUE IS 
BARRICADED. 
YOU NEED TO 
FIND ANOTHER 
WAY INSIDE, SO 
GHECK BEHIND 
THE NURSE’S 
COUNTER. 


There is an 

intel folder on 

top of a small 
desk behind 

the nurse’s 
counter. It’s 

a brief note M 
about diode 
implants. The 
memo says that diode implants have been sending out 
current at a too-high frequency, which is causing some 
patients to seize. Tuning the sensitivity of the diodes is 
only causing greater tissue damage. The note mentions 
the possibly of changing the viscosity of the medium 
and adding hormones to the treatment in order to keep 
patients in the clear following the implant surgery. 


^ Vo 


GETTING CLOSE | 
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| 
| 
| 
| 
| 
| 
] 


WALK DOWN THE DARK HALLWAY BEHIND THE DESK 
WITH THE INTEL TO LOCATE THE DOOR THAT LEADS 
INTO THE BODY ROOM. 


; Morgues 

are typically 
"| cleaner 
| J than this. 

| It looks like 
| somebody 

S : | was 

| vw : 9s 9, / | performing 
áo. autopsies 
m E They even managed to get blood 
on the ceiling. As you cautiously enter the morgue, 
Alma appears. She leads you deeper into the morgue. 
Alma stops at each body bag and hovers over it for 
a second before moving on. The body cooler is of 
particular interest to her. After she finally disappears, 
the cooler doors fly open and the slabs roll out. 


elevatorin || 
the corner of | ee 
the morgue | X = 
is Bk due [Hi : 
to a gurney wedged into the door. However, you can 
get it going again if you jump on top of the gurney and 
clamber into the elevator shaft and stand on top of 
the stationary car. Now, push the gurney out of the 
shaft. The doors close and the car rises to the next 
floor. 


ATTUNEMENT 


If it isn’t obvious to you yet that this is not exactly a 
place where people came to get well, the sights on 

the top floor of the hospital are sure to underline 

it for you. ATC was up to some pretty devious stuff 

here. Diode implants? What was going on here that 
was so bad that ATC is killing its own employees to" 
cover up? ^ 


- 201 includes 


SECOND FLOOR 


At the top of 
the elevator, 
you must 
force open 
the doors 

to get out. 
You reach 

a nurse’s 
station that 
is covered in blood. More ATC-style janitorial services. 
Pick up the combat shotgun near the nurse’s counter 
and the armor right next to the elevator. After loading 
up, follow the bloody footsteps on the floor to Office 
201. There’s a body inside. But there’s also some 
more intel. 


INTEL 9 


The folder fF 
inside Office íi 

a memo on 

the proper 


procedure | 

for admitting 

patients into We 
the hospital. % 

The memo states that when a new patient is admitted, 
employees must make sure that the patient’s most 
recent PMT (physical/mental/telesthetic) scores are 
included with the admission forms. The memo also 
says admitting employees should refrain from enter- 
taining too many questions about the hospital and its 
procedures. Instead, flag the patient's file and request 
the assistance of an RN. 


AFTER COLLECTING THE INTEL, ENTER OFFICE 202 

JUST ACROSS THE HALL. PASS THROUGH THE SMALL 

OFFICE AND EXIT THROUGH THE OPEN DOOR IN THE 

BACK. KILU YOUR FLASHLIGHT BEFORE REACHING THE 
DOOR: 


\ Always reload when you are just walking. You. never 4 
want to enter a firefight vg iue rounds in an SMG. "s 


ndi. 
nS NS M 


es 
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A small Reload 
| ATC security after 
, patrol is just collecting 
outside the the MedKit - 
door. When and then 
< the first shot step to 

i . the open - 


your reflexes to enjoy the element of surpri offices. There are more ATC security troopers 
drop the first target you se re your xt a just waiting for your arrival. (Word 
[ : ; j urvivor that moves like greased 


SN 
W 


i 


ONINAAVMY 


WHEN THE ATC SECURITY SOLDIERS ARE DOWN, 

STEP FROM BEHIND THE COUNTER, COLLECT THEIR 
WEAPONS, AND THEN CHECK OUT THE NEARBY | 
BÀ D PHARMACY. | 


More ATC 
" threats 
; are in the 


RELOAD AND : medical 

RAISE YOUR lab to your 
left. If you 
have a frag 


grenade, roll 


Frag grenades are very effective against the ATC 
troopers in chem suits. The blast is strong enough to pop 
the tanks on their backs even if they aren’t standing right 
next to the grenade. 


Sl h \e ` ^m 


SN 
f " "i T = 
Check the cubicles in the offices behind the pharmacy. T Rd ames. 
^ There is a MedKit on one of the desks. - > is 
LA! i 
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the records 
area behind 
| the nurse's 
| counter. 

| There is an 

| open air 

| duct in the 
VV Se RT TU -/ wall. Crouch 
down and sneak into the duct. Crawl through it and 
kick loose the grate at the end of the duct. You're in 
a small maintenance room. There is a piece of intel 
inside the room. 


WALKING INTO THE LAB TRIGGERS MORE ATG 
SECURITY TROOPERS. USE REFLEXES TO JUGGLE THE 


MULTIPLE TARGETS AS THEY APPROACH YOU FROM 
THE FRONT AND RIGHT SIDE. 


THE ATC SECURITY TEAMS MUST BE PLANNING 
SOMETHING MAJOR. WHEN YOU BREEZE THROUGH 
THE DOUBLE DOORS OUTSIDE THE LAB, YOU SPOT 
A WEAPONS CACHE THAT INCLUDES FRAGS, SMGs, 

SHOTGUNS, AND EVEN A PISTOL. 


RUN TO THE LEFT OF THE WEAPONS CACHE 
AND HEAD DOWN THE HALLWAY ILLUMINATED HY 
EMERGENCY LIGHTS. USE YOUR KEY CARD TO OPEN 
THE SLIDING DOORS. 


The waiting area beyond the double doors is barren. 


Health boosters sit on the counter of the nurse’s station. 


INTEL 10 


This piece of 

intel is highly 
sensitive. It is 

one of Alma's 
evaluation 

reports from 
when she was 
only seven. 
This file is 
tagged “Project: Origin,” which seems to be one of 
ATC’s most secret operations. According to the file, 
Alma has been suffering from nightmares and halluci- 
nations. Her emotional core is unstable. Alma becomes 
catatonic with fear in the presence of anger, especially 
when it is her father that is furious. 


The report goes on to say that Alma’s psychic 
potential has quadrupled since her last evaluation. 
She is getting more powerful with each passing day. 
Test staff claimed to suffer from hallucinations in her 
presence during the test. Some even said they felt 
burning sensations in their extremities. 


The conclusion is chilling. As Alma is getting stronger, 
her mental stability is weakening. She is developing 
incredible psychic powers but may soon lack the means 
to control them. 


BACKTRACK THROUGH: THE. AIR DUCT AND THEN * 
FOLLOW ALMAASHE APPEARS AGAIN TO YOU) DOWN 
THE CORRIDOR TO YOUR RIGHT. 
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YOU HAVE REACHED THE TAG LAB. ARISTIDE AND 
STOKES ARE BOTH THERE.» HOWEVER, BEFORE 
APPROAGHING THEM, CIRCLE THE AREA OUTSIDE THE 

LAB TO PICK UP GUNS AND A MEDKIT. 


chamber 
between you 
and them. 
You must step into the chamber in order to reach 
Stokes and Aristide. It's hard to imagine trusting 
Aristide, but with Stokes helping her, it must be 

on the up-and-up. Step into the chamber. The door 
closes behind you. Aristide punches a few buttons on 
a computer terminal inside the lab, starting up some 
sort of process. Within a few seconds, you get the 
impression this is not a decontaminant sequence. 
She's up to something, Something rotten. 


While 
the TAG: 
chamber is ' 
running, a 
door inside 
the lab 
explodes. 
... Col. Vanek 
-and his. z 
ut lag have arrived and are making their usual 
nce. Gunfire erupts. Fortunately, the TAC 
: chamber i is bulletproof. But the window Stokes is 
behind is not. She and Aristide are forced to flee as 
` the bullets fly. Stokes tells you to head back the way 
you came. She will find you. 


MISSION 8 = MISSION 9 © MISSION 10 MISSION 11) MISSION 12 Missi 
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i h After 
t À | Stokes and 


| Aristide 

| evacuate, 
| a strange 
| portal opens 
P» f " up inside 

" Do s. 

/ es | the TAC lab. 
. Vanek's men 


S ` i 
tree on top of a hill The tree looks old. Dead. But it its 
branches are still strong enough to support a child's 
swing. Walking toward the tree is like trying to walk 
through water. Every movement is slow under the 
weight of the water. Except the weight here is strange 
dread of this vision. As you inch closer to the swing, 
you see a little girl on it. It's Alma, pretty little Alma. 


You are kicked out of the vision and sent back 
to the TAC lab. There is one ugly mug pressed up 
against the glass of the TAC chamber. It's Col. Vanek. 
He identifies you as a part of project Harbinger, but 
he does not say what that means. He gets a radio 
call. Aristide and Stokes have been spotted near the 
entrance of the hospital. Vanek orders his men to 
close around them so they cannot escape. He also 
gives the order to kill you. Fortunately, you are behind 
a bulletproof glass. But all exits from theshospital 

locked. You are trapped. The door. ta the TAC 
cheer opens and you tumble;6ut. You must now 
findi ‘Stokes so you can together ind a way put. of this 
madhouse. ‘ 
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INTEL 11 


The intel inside 
the stairwell is 
an overview of 
the Telesthetic 
Attunement 
Chamber 
(TAC), which is 
apparently an 
integral part of 
i the “Harbinger conversion process.” According to this 
Min file, the diodes implanted inside a Harbinger candidate 


IMMEDIATELY, VANEK'S MEN ATTACK FROM THE REAR. are modulated by the TAC to be attuned to a specific 
TURN AROUND AND PUNCH. YOUR REFLEXES TO SLOW. psychic signal. You are a Harbinger candidate and it 
THEIR APPROACH. GUN THEM DOWN AS THEY TRY TO seems that after the blast, Aristide implanted these 
ma MM aa RRND epee LAB OG NEEDI YS diodes inside of you. Then, she tricked you into getting 
TO BACKTRACK TO THE NURSE’S STATION WITH THE ea x) x sex 
AIR DUCT. FLATTEN EVERY ONE OF VANEK’S THUGS inside the TAC, which enhanced your psychic abilities— 
THAT TRIES TO STOP YOU AS YOU MOVE UP THE but did so by linking you with another psychic entity. 
CORRIDORS, = When you were in the TAC, you saw Alma. Did Aristide 


link your mind to Alma? Alma, the little girl who can 
iquefy flesh with a thought? The little girl who is so 
powerful that ATC felt compelled to destroy an entire 
city to contain her? 


What has Aristide done to you? 


the nurse's: 
station is 
now wide 
open. That's i 
your way out ———————— —_ 
of this ambush. Enter the stairwell. There is a piece of 
intel just inside the stairwell. After collecting the intel, 
rush to the bottom floor to end the mission. 
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After a brief reunion, you were separated from Lt. Stokes when Col. Vanek and ATC security 
___ soldiers stormed the TAC lab inside the hospital. Genevieve Aristide lured you inside the TAC and 
WI initiated some sort of tuning process that linked you with Alma. After Vanek’s arrival, Aristide was 
‘© lost in the chaos and is again at-large. You must locate Stokes inside the hospital and attempt to 
exit the facility before the ATC security teams destroy the entire building. 


U 
t 
m 
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ACQUISITION LIST 


F.E.A.R. intelligence reports estimate the following items need to be acquired from the field during this 
mission: 
Intel Items: 4 Reflex Injectors: 1 


Please use these advance team reports to acquire these items. Collecting these items will significantly 
improve your understanding of the situation in Auburn. 


DEMOLITION PLAN (INTEL 1); IM TRANSCRIPT #3 (INTEL 2): 


f 

95 / 
SWEEP THE SECURITY OFFICE ON: THE COMS THE BURNING SECTIONS OF THE 
SECOND FLOOR OF THE MAIN LOBBY, HOSPITAL FOR ANY INTEL BEFORE IT IS 


INCINERATED. 


IM TRANSCRIPT #2) (INTEL 3): OP GUIDELINES (INTEL 4): REFLEX INJECTOR: 


INSPECT THE RECORDS ROOMS INSPECT THE RECORDS ROOMS RESCUE ANY REFLEX INJECTORS 
FOR ADDITIONAL INTEL. FOR ADDITIONAL INTEL. FROM THE INFERNO BEFORE THE 
USEFUL ITEMS GO UP IN SMOKE. 


D — 
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OETRATEGY... 


After escaping Vanek's security team at the TAC lab, you have no choice but to fight your way back through 
the hospital to regroup with Stokes and Griffin. Time is of the essence, though, because the ATC teams are 
currently wiring heavy explosives at key points in the hospital. The goal is to bring the entire building down. 
While you attempt your escape, you are in contact with SnakeFist, an unknown informant that seems to be 
helping you unravel the mystery of Alma and what's happening to you. 


ESCAPE 


The ATC security teams are wasting no time wiring 
the building to blow. Be extra careful around the 
explosives. While you can shoot them and destroy the 
ATC troopers around them, that road goes both ways. 


LOBBY 


^; When the - 
| mission — 
| begins, you 
| are at the 
| | bottom of 


lobbies. They are putting together the bombs to 
down the hospital. ae are so busy that when | 


of the | new 
incendi iary 
grenades 
into the 
lobby. The 
grenade 
does not 
kill the ATC 
troopers outright. It sets them on fire. The soldiers 
then run around helpless for a few seconds, trying to 
put the fire out. During this time, hit the reflexes and 
take aim. However, if you drop one of the grenades 
close to the yellow barrels the ATC troopers are 
strapping to the pillar, the blast detonates the barrels 
and turns the lobby into an inferno. 


WHILE THE 

| FIRE RAGES, 

| CUT DOWN ANY 
OF THE ATG 
SOLDIERS ON 

THE STAIRS OR 

| TUCKED SAFELY 

BEHIND THEM. 


MORE SOLDIERS COME DOWN THE STAIRS. IF YOU 
CANNOT SEE THEIR HEADS JUST YET, SHOOT THEIR 


There are explosives around three pillars. Shoot each 
pillar when soldiers are by the barrels to neutralize 
multiple targets with just a few bullets. 
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As soon as the lobby falls completely silent, make a lap 
to pick up dropped weapons. 


THERE IS 
ARMOR ON 
THE TABLE 
NEXT TO THE 
| CHAIRS TO THE 
LEFT OF THE 
ELEVATORS 
WHERE THE 
LAST BATCH 
DF REINFORCE- 
MENTS 
EMERGED. 


A MEDKIT IS IN THE SMALL 
LEFT SIDE OF THE L 


EXT TO THE STAIRS. 


More ATC 
| soldiers — 


A&HSJAUOzsSICI 


atc m vault over the Palin to 7i the literal 
drop on you. Pop your reflexes to slow their descent 
and pick them off before their boots even touch the 

carpet. Do not head up the stairs, though, until you UE E a a THE as PS 


see no movement in the lobby. ELEVATORS, INSPECT THE SMALL SECURITY OFFICE ON 
us ai THE SECOND FLOOR OF THE LOBBY. THERE IS A PIECE 


j Once . OF INTEL INSIDE. 
the lobby 
is empty, | — INTEL 1 
walk up Step into the security office on the second floor to pick 
the stairs. up your first piece of intel for this mission. The folder 
Reload as contains the hospital demolition plans. According to 
you move. the memo, there is a very careful plan for destroying 
When you ; H the hospital: The charges must be placed in very exact 
near the. ‘top. à | positions to weaken the hospital’s support structure. 


The charges also have exact delays on them that will 
minimize air overpressure and increase debris fragmen- 
tation. The goal is to level this place and then make 
sure nothing is left behind but sawdust and glass. 


of the stairs, the elevator doors ope 
troopers funnel out of the cars. Blas 
soldiers and then turn around to pick off two more’: 
troopers on the opposite side of the balcony.: 


When you 
| take down 
the two 
soldiers on 
the balcony, 
stand your 
ground. If 

you move 

; xx 1 - close to 

ES reinforcements burst out of the elevators 
«behind them. So, use your reflexes to eliminate the 

pair on the balcony first and then hold for a moment E 

until. your reflex meter refills*Reload while you're ABTER) COLLECTING THE INTEL, LEAVE ud SECURITY 


standing there, too. Then step forward and target the BERIGE AND CROSS THE LOBBYN STEP INTO THE OPEN 
newest batch of troopers. ELEVATOR AND PRESS THE BUTTON. Ta RIDE uP TO 


THE THIRD FLOOR OF, THE LOBBY. 
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As the elevator rises, SnakeFist comes over the ` 
radio. He advises you to hurry because the demolition 
is proceeding as scheduled. Stokes asks SnakeFist 
why he's helping them. SnakeFist cryptically says that 
he is convinced that if you die, everybody dies. Step 
out of the elevator and follow the corridor as it leads 
away from the lobby. The corridor darkens as you 
close in on the next round of ATC security teams. 


FIRE 


SALE 
E — ™> Vanek's men 
are taking 
no chances 
in their 
assignment 
| | to ruin all 

| | evidence of 
e *;// | Harbinger. In 
__ addition to 


| 
| 
| 
| 
| 


setting up bombs that will sink the hospital, soldiers 
carrying napalm cannons are sweeping through 
sensitive areas and roasting everything in sight. When 
you spot the flames consuming an entire office, slow 
down and reload your weapon. ATC troopers are just 
around the next corner. 


USE YOUR REFLEXES TO SLOW TIME AND TARGET THE 
ATG TROOPER WITH THE:;NAPALM CANNON THROUGH 
THE WINDOW. BLAST THE TANK ON HIS BACK TO 
DROP HIM IN A SPECTACULAR EXPLOSION, 


m. 


MORE ATG SOLDIERS ARE TO THE RIGHT, BARELY 
VISIBLE THROUGH THE SMOKE. USE YOUR REFLEXES 
TO KEEP THEM FROM REACTING TO YOUR ATTACK ON 

THE TROOPER WITH THE NAPALM. 


Step into the storage closet on the opposite side of the 
room from the nurse’s station to collect a MedKit. 


There are 
additional 
ATC soldiers 
inside the 
nurse’s 
station, 
finishing up 
the napalm- 
carrying 
trooper’s work. As you slip through the door into 
the fire-ravaged office, pop your reflexes to slow the 
scene and get the drop on the soldiers. There are at 
least two troopers in the room, so make sure you see 
no movement amongst the flames before stepping too 
far into the office. 


mm ~ 


Be careful around fire! If you come into contact with 
flames, you catch on fire for a few moments and take 
serious damage. You cannot put out the fire—there is 
no button for “stop drop and roll.” You just have to wait 
until the flames die down and hope your health holds up. 


STEP AROUND: 
T THE BURNING 
CÜBICLES AND 
ENTER THE 
MAINTENANCE 
CORRIDOR IN 
THE REAR OF 
THE NURSE’S 
STATION.: 


CLIMB THE SHELVES TO REACH THE EXPOSED AIR 
DUCT. CROUCH DOWN AND SLIP.INTO'THE DUCT TO 
SECRETLY MOVE OVER THE BURNING. OFFICES, 
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x p 
c 
| 
| 
| 


| 
| 
| 


| 
| 
| 
| 
| 
| 


ESSE 


AS YOU MOVE TH 
SOUNDS LIKE HE'S 


“AROUND THE FLAMES, MORE ATC 
NTO VIEW, SUCH AS THIS TRODPER 
- EITHER BREAK HIS TANK WITH 


NEIN EEEa] 


THE AIR DUCT ENDS WITH YOU LOOKING DOWN INTO 
A PATIENT [px NOBODY IN THERE HAD A CHANCE. 


DROP aur DF THE VENT AND STEP OVER THE 
CHARRED| IDDIES, BAUSINGIDBNLYZTDUBIDCKIIBELHE THE BODY OF THE FIREMAN. (FIREMAN EQUALS MAN 


: M NEARBY MEDKIT. WHO WAS SETTING EVERYTHING ON FIRE.) PICK UP 
THE NAPALM GANNON. THE WEIGHTY WEAPON FEELS 
» When you GOOD IN YDUR.HANDS. IT HAS LIMITED AMMO, BUT 
i land on the WHEN YOU SPLASH NAPALM ON A GROUP OF ATG 
| SOLDIERS, YOU ONLY NEED ONE SHOT. 
floor, look : 


across the . 


GAREFULLY STEP BETWEEN THE FLAMES TO REAGH 


eum the ATC soldier's head. Keep shooting: until the - ahead until 
soldier slumps to the ground dead. you see the 
vending machine against the wall. There is a small 
bathroom near the vending machine. Check the floor 
THERE ARE of the bathroom to locate another reflex injector. The 
RNC injector boosts your reflex time, which is pretty useful 
AND armor ow When fighting off ATC troopers armed with napalm 


THE GOUNTER throwers. 

TO THE RIGHT, 

JUST OUTSIDE T 
THE REACH DF 
THE FLAMES. 
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When 
| you round 
| the next 
| corner, a 
| barricade in 
| | the hallway 
* / | funnels you 
mu 9r / | directly into 
>“ a patient 


room that is currently being sterilized by ATC troopers 
in chemical suits. The soldiers are too wrapped up in 

Ue their jobs to notice you enter the area, so use that 
ONCE YOU POCKET THE NAPALM CANNON AND to your advantage. Slow time and then open fire with 
your SMG or napalm cannon. 


THE REFLEX INJECTOR, STEP THROUGH THE LAB 
AND FOLLOW THE BLOODY FOOTPRINTS DOWN THE 
“CORRIDOR. 


INTEL 2 


The next piece 
of intel you 
discover in 
the burning 
hospital is a 
printed IM 3 
transcript \ wal, E 4 
between NIE 
Mme ATC > 
and SnakeFist. SnakeFist outs Mme_ATC as Aristide $ 
in the course of the conversation. Aristide wants "TARGET THE SOLDIERS THROUGH THE WINDOW. 

to push forward with her plans for Harbinger, but LOOKING INTO THE PATIENT ROOM BEEDRE ACTUALLY 
SnakeFist tries to explain (to no avail) that Alma is SUH rTM) SECUS un) FINISH. THE Jog. 

just too powerful to release without risking wholesale s 
destruction. Her psychic growth rate is out of control 
and likely impossible to contain. Aristide isn't buying 
any of SnakeFist's caution. She wants a plan for 
containment drawn up in three hours. She drops offline 
before SnakeFist can protest. 


\ There is 
| a door to 
| the right 
| of the intel z 
| ONCE IN THE ROOM, WORK FAST TO CLEAN OUT THE 
h , 
s HE PRSNE ATG TROOPERS BEFORE YOUR REFLEXES RUN DRY. 
| into one of IF YOU FLASH BACK TO REAL TIME WHILE THERE ARE 
/ | the many TWO OR MORE SOLDIERS IN THE ROOM, RETREAT AN 
: RECHARGE. LOB A FRAG GRENADE INTO THE RO 
(^ 92 | rings of hell. cu 
23 KEEP THEM BUSY WHILE YOU RECHARGE. 
— Flames are 


consuming the room before your eyes and as you push 
deeper into the inferno, Alma appears before you, 


looking at empty patient beds with a strange yearning. Scavenge weapons from the hodies of the ATC troopers . 


Carefully navigate around the fire while walking deeper hefore moving through the burning patient room and into 
into the patient room and the adjoining medical lab. the-medical Jah just beyond. 


There are no ATC troopers in the area just yet, which _ 
is a blessing. Avoiding the fire is enough of a challgige 
without throwing bullets into the mix. 


d 
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walking 
through the 


RELOAD WHILE 
SO YOU HAVE A FI - 
YOU MOVE INTO THE 


Stokes jumps on the radio to 
demanding to know who exactly 


Drop down 
| the next set 
| of stairs. 
The door at 
the bottom 
opens into 
another 
, small lobby. - 


standing close to the grenade when it goe: 5 off. The j 
~ There is 


soldiers in chem suits are in particular trouble since 


the shock pops their tanks. As the tanks rip no sign at ATC here, but the area p been tossed. 
nz à de Papers are everywhere. There is a cracked door to 


the right. Slip through the door to enter a records 


release of pressure, so do their 


$ 4 
Step out of / . — 

the burning | 
room and 
into the 
slightly 
more stable: 
corrido 
More 

_ troopers 


reflexes. The scene slows to a crawl, giving you the 
tage. Pick them off one by one as they step into 
n jing specifically at their helmets. It takes just 
to the face to put them down to the floor. 


Li you ever need to retreat from an area that's crowded FROM THE WINDOW OF THE RECORDS ROOM, YOU SEE 
with enemies to reload or recharge your reflexes, leave AN ATG SOLDIER BENT, OVER A BODY IN THE HALL. 
a grenade behind as a present. The grenade keeps foes THERE ARE STRANGE E Es. Wl e a ae 
from advancing on you. Instead, the soldiers will seek 
cover, typically falling back. 
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INTEL 3 
In the back of 


| 
| around the 
the records | 
room, you | corner into 
discover (8 laundry 
another | room, 
printed IM | whatever hit 
transcript / | the soldier 
between 


x a is gone. The 
soldier's lifeless hody suddenly flies Uouo the air 
and bounces off the wall of the laundry room. Another 


Aristide (Mme_ 
ATC) and SnakeFist. SnakeFist asks Aristide if she’s 


read the report he sent her, but she swats him away. dead trooper is by the dryer. Hear that repeating 
SnakeFist tries to underscore the importance of the 


asd how fi ii NET DUDEN thud? That's the soldier's head going through inp 
report and how it deserves her immediate attention. 

According to SnakeFist's calculations, there is only a 3 Henmansmu dress cycle. 

percent chance of this operation succeeding. Aristide 


sets her IM status to "away," leaving SnakeFist to 
stew. 


RELOAD YOUR WEAPON AND WALK TO TH 
SGRIBBLINGS ON THE WALL. THE ATG SOLDIER THAT 
INSPECTING THE CORPSE IS AT THE END OF THE 
AY. SHOOT THE OXYGEN TANK ON THE CART HE 

HIDES BEHIND r : 


the irge 
prep room 
| at the end of 
| the corridor. 


U 
There's QUICKLY TURN TO THE LEFT! THERE ARE MORE 
4 nobody TROOPERS IN AN OPERATING ROOM RISING UP FROM | 
© O2 / inside. BEHIND A TABLE. BLAST THEM BEFORE THEY GAN 
—— Bein / When you RAISE THEIR RIFLES TO YOU. 
walk into the washroom just behind the prep area, ym. um 


though, you're greeted by an ATC trooper with a gun 
pointed right at your face. However, before he can 

pull the trigger, a flash of flesh and bone slams into E 
the soldier and takes him to the ground. The soldier is 2 
pulled out of view. 


| 


scene is 
| grisly. Dead 

| bodies lie ~ 
everywhere 
and the floor 
istsoaked 
with blood. 
Whatever 
“caine through here. before ypu brutally executed these 


X 


q 


» 4 
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the depravity. Follow the trail of bloodshed through 
the operating rooms and down the corridor. If you get 
turned around, just look for the red footprints and 

follow them. Reload as you walk. : 


Two ATG TROOPERS RUSH THRO 
HALLWAY, SLOWING ONLY WHE 
ATTACK THE SOLDIERS WITH T 
REFLEXES TO CATCH THEM BER 


STEP INTO THE SUPPLY CLOSET MARKED “STAFF 
ONLY”? AT THE END OE THE CORRIDOR: THERE IS AHi 
NURSE INSIDE WHO I 


The supply 
closet leads: 
into another 
records 
room. 

When you 
enter the 
room, you | 
see a pair RM 7 
of ATC soldiers T ETER not at you. They are 
running for their lives on the opposite side of a bay 

of windows. They fire their guns over their shoulders, 
trying to hold off a pursuer. Before long, you catch a 
glimpse of their attacker. It's a nimble creature that 
looks humanoid—two arms, two legs, and a head—but 
it can crawl up walls. The creature leaps on the ATC 
soldiers, dragging them out of sight. 


Stea, H | 


MÀ 
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INTEL 4 


The records 


another piece 
of valuable 
intel. Check 
between two 
rows of files to 
spot the thick 
folder with the 
ATC logo. The intel is a set of guidelines for the ATC 
security teams, giving strict instructions for destroying 
evidence inside the hospital. All records and documents 
should be burned. Hard drives need to be burned and 
then smashed with a sledgehammer. All biological 
samples should be ruined with white phosphorous 

or sulfuric acid. Finally, the guidelines insist that all 

- hospital personnel should be executed with untraceable 
weapons provided by ATC. 


|. Exit the 
records 

| room 
through the 
door in the 
back and 
then follow 
| the blood. 

/ You cannot 
miss it. There are gallons of it on the floor and walls. 
The blood trail cascades down a flight of stairs. ATC 
soldier bodies are everywhere, swimming in pools of 
their own blood. The scene is a horror show. 


toa | i 
double doors 
and beyond. 
Reload 
before 
passing 
through the 
double doors. There are several ATC troopers at the 
end of the next corridor. As soon as you spot them, 
hit your reflexes to slow time. Roll a frag grenade 
down the hallway and then open fire on your targets. 
The ATC team tries to laünch a Gounterattack,but the 
grenade blows them back. Clean up the patrol and 
the continue down the corridop; 


E 


U 
u 
D 
D 
< 
m 
a 
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When you 
round the 
corner, you 
spy another 
ATC soldier. 
However, out 
of the corner 
of your eye, 
you see a 
flash of flesh. One of those wall crawlers leaps out of 
the shadows and tackles the ATC trooper, forcing him 
over the counter behind him. The creature disappears 
with the soldier. Soon, a crimson geyser explodes over 
the counter. 


TAKE A LEFT AT THE COUNTER AND SLIP THROUGH 
THE SLIDING GLASS DOOR. THERE IS AN ELEVATOR 
AHEAD. STEP INSIDE AND PRESS THE BUTTON TO 
MOVE UP TO THE NEXT FLOOR. WHILE YOU ARE - 
ADMIRING THE BODY HANGING THROUGH THE GRAWL 
SPACE ATOP THE ELEVATOR CAR, STOKES TELLS YOU 
SHE SPOTTED ARISTIDE FLEEING THE HOSPITAL. IF 
SHE CAN GET OUT, THEN SO CAN YOU. 


ABOMINATION 


(8 surgery 
| Poor, 

» There is a 
washroom 


of the main 
doors leading 
into the operating area. Slip into the washroom first 
to claim a MedKit and then retreat back into the 
waiting area. Reload your weapon, make sure you 
have a full reflex meter, and then bravely push into the 
operating room. There is a SMG and armor on a crate 
just as you walk inside, but the real focal point is the 
huge pool of blood outside the broken window that 
looks down over the blood drenched operating table. 


Mol 


WHEN YOU APPROACH THE BROKEN WINDOW, YOU 
SUFFER A BRIEF VISION OF AN OPERATION GONE 
HORRIBLY WRONG. 3 


CREATURES ATTACKS. IT LONGEST) 
HOLE IN THE: WINDOW. AND GRABS) ON: 

VICE-LIKE HANDS. THE CREATURE THROWS You 
THROUGH THE WINDOW AND ONTG THE FLOOR Lio id 


[^9 
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—are fast. 
As you get 
to your feet, 
get ready to 
be hit again 


|! SEVERAL ABOMINATIONS JUMP INSIDE THE OR T 
FEAST ON YOUR FLESH. THEY CRAWL ALONG THE! 
WALLS AND FLOORS, MOVING WITH INCREDIBLE 
[SE REFLEXES TO SLOW THEM DOWN SO YOU 
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THE ABOMINATIONS JUST KEEP COMING. WATCH 
FOR ONE TO BURST THROUGH THE CLOSED DOOR 
TO THE LEFT OF THE OR. HIT THE REFLEXES AS IT 
APPROACHES, AND THEN BLAST IT. 


There are health boosters and a spare combat shotgun 
on the landing above the OR, right next to the malfunc- 
tioning sliding glass door. 


~~» When all of 
the Abomi- 
nations are 
down, kick 
the gurney 
, out of the 
, | door so it 
“zess | opens all the 
——— way and lets 
you put. of the cursed surgery area. Run down the next 


Pod Jankowski. He is near death on the operating 
table, his body picked apart by some sinister-looking 
surgical equipment. As he lies dying on the operating 
table, he tells you that you must “help her.” Jankowski 


by the Abominations. 
the absolute worst is whet 
the duct. Looking t 
entrails from the ) 
get that off your bc 


cannot hold on long enough to clarify which her. 
Stokes? Aristide? Alma? After Jankowski ex 
way hardly befitting a soldier, slip into the bloody air 
duct on the floor. 


THAT LOOKS LIKE A PORTAL TO HELL. CROUGH DOWN 


AND ENTER IT... IF YOU DARE. 


The inside of the air “duct i is full of bodies. ATC 


soldiers. Nurses. Doctors. All have been chewed on 
It's truly ; a gruesome sight, but 
ou finally reach the end of 
you see a pile of 
ims. You jai": never 
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MISSION: WITHDRAWAL 


Redd Jankowski is dead, killed by a machine at the ATC-controlled hospital. Fortunately, Stokes, 
Griffin, and Fox managed to get out of the facility alive. Col. Vanek and his teams are almost ready 
_ to destroy the hospital with explosives. The exits to the street are blocked by ATC security forces 
.. or barricades, so you must search out an alternate route. Following the Abominations into the air 
` ducts only leads you deeper into the facility, and closer to SnakeFist, the informant who tells you 
that you are being hunted by Alma. 


ue 
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ACQUISITION LIST 
F.E.A.R. intelligence reports estimate the following items need to be acquired from the field during this 
mission: 

Intel Items: 5 Reflex Injectors: 1 
Please use these advance team reports to acquire these items. Collecting these items will significantly 
improve your understanding of the situation in Auburn as well as improve your performance in the field. 


INFO: SGT Fox (INTEL 1): INFO: SGT MORALES (INTEL 2): HARBINGER FAILURES (INTEL 3): 


A 47 4 
Mss vd e p, 
we ^s 
HARBINGER INTEL SHOULD BE CONTINUE PICKING UP HARBINGER THERE IS A STRONG CHANCE 
AROUND THE X-RAY ROOMS IN THE INTEL IN THE FAGILITY. THE HOSPITAL IS'A FRONT FOR 
HOSPITAL. ANOTHER FACILITY. SCOUR THAT 
FACILITY FOR ADDITIONAL INTEL. 
SCHEDULE CHANGE (INTEL 4): INFO: P. FETTEL (INTEL 5): REFLEX INJEGTOR: 


f 


VM tw p) 
Ew | 


AS YOU INFILTRATE THE OUTER INVESTIGATE STAGING AREA 13 EXAMINE ALL X-RAY ROOMS FOR 
SHELL, KEEP AN EYE OUT FOR FOR ADDITIONAL INTEL. POSSIBLE REFLEX ENHANCEMENT 
FRESH INTEL. MEDICINES, 
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Only minutes remain before Col. Vanek and his security forces destroy the hospital. You must press deeper 
into the facility to find an exit, although unless there is a secret tunnel beneath the hospital, you are merely 
rapidly plunging toward a dead end. Finally ducking beneath the hospital, you discover a massive under- 
ground facility that is crawling with ATC troopers—but there are substantial signs that there is another 
threat building in the area. If you have to fight a two-front battle and deal with the psychic manifestations of 


Alma, you are in serious trouble. 


HOSPITAL 


The mission begins with you dropping down into 

the steaming pile of entrails on the floor. You are 

no longer in the public part of the facility. You’ve 
slipped into the top-secret area where ATC is working 
overtime on Harbinger. 


BAD X-RAYS 


As you pull 
yourself out 
of the blood 
and guts, 
a garbled 
transmission 
from Fox 
comes over 
S g z the air. Fox 
says Arsen e about ae why a girl is crying. 
It's because “they took her babies.” Fox's signal 
disappears as you step into Exam 201 to inspect the 
computerized controls of the x-ray room beyond the 
glass) window. 


There d is a corpse on the table in the next room, 
Radiology 201. Slip into the room and pick up a piece 
of intel. 


INTEL 1 


The folder on 
the counter 
of the x-ray 
room contains 
the Paragon 
scores and 
Harbinger V 
status of Sgt. = o5 
Fox. According 

to Fox's file, he is in excellent physical condition 

and has above-average mental stability and psychic 
potential. Due to his scores and military record, Fox 
has been approved for Harbinger. 


: {f 
O Im 9, 


After 
collecting 
the intel, 
unlock 
| Radiology 
| 902 farther 
; | up the hall 
| by deacti- 

` vating the 
x-ray apparatus via th omputer terminal in the 
associated exam roor xam 202. Once the doors 
are open, slip into Radiology 202 and then use the 
blasted-open door to move deeper into the ro 
As you walk through the door, you spot a scampering 
Abomination crossing the corridor ahead. When you 
take a step toward it ... 


... Fox 
attacks 
you. He lifts 
you off the 
ground and 
gets right in 
your face. 
"Stay away 
from her! ; CU = : : 
She's mine!" he growls:at you before tossing you SEM 
to the floor, Fox grabs his head.and stumbles backward, 
reeling from a headache like the ones you suffer from. 
Fox straightens up after a moment and looks at you in 
a moment of recognition, He looks remorseful—like he’: s 


about to apologize for whatever he did. amb. “o 


& 


MISSION STRATEGIES 


PICKING UP THE PIECES 


BASIC TRAINING 


MISSION T MISSION 2 MISSION 3. MISSION 4 MISSION 5- MISSION 6 MISSION 7 MISSION B MISSION 9 = MISSION 10 “N Jis: 1 i IS: 
S Alma 
: s INTEL Z 
is having MEE 
s lorales's 
none of Paragon 
5 n 

that. 3 g 
scores and 
Harbinger 


| status are 
tucked inside ya 
a folder next \ E! à E 
to the dead ES 3 K( RRL te “vf 
nurse. The APC 

driver possesses outstanding physical condition and 
mental stability scores, but his telesthetic potential 

is only average. As a result of these scores, Dr. 

York recommends that Morales be kept as a reserve 
specimen for Harbinger in case more qualified subjects 
- fail. 


opens. Fox is pul 
devoured, the por 


hallway with the yellow 
iad of ATC security 


Kill your flashlight. It's bright enough in the hall to see 
your targets and the flashlight beam can give away your 
position in advance of the engagement. 


PASS THROUGH THE VOID LEFT BEHIND BY THE 
VANISHED PORTAL AND CONTINUE DOWN THE 
CORRIDORTAENTER. EXAM 203 AND WALK PAST THE 
X-RAY TE L TO ENTER THE NEXT CORRIDOR. 


Radic 
204 is ` 
blocked by . 
debris. The 
only way | 
farther into. 


EXPLOSIVE BARREL A 


-at the far 
end of the 
hall. Before 


i — 
ledKit. There is a door in the back of Exam 
4. Step through it and continue moving through the 
‘darkness. 


Look for a nurse lying face down in her own blood. : we 4 
She is crumpled in front of your next piece of intel. "KS tHe "ATC SECURITY REINFORGEMENTS, CHASE 
DOWN THE SOURCE OF THE EXPLOSION, ROLL A 
FRAG GRENADE DOWN ‘THE HALL SO THAT THE BLAST 

z CATCHES THEM JUST e ARRIVE: 


Wy 


[^ 
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After 
scouring 
the hallway 
and lab for 
weapons, 
step under 
the gate in 
the rear of 
the lab. This T TITER T 
leads to a service corridor UY with blood. There 
is an SMG on the desk in the corridor, as well as two 
mutilated ATC soldiers. Step over their bodies and 


AN ATC TROOPER IN A CHEMICAL SUIT STOMPS OUT pass through the metal door. 
OF THE RADIOLOGY LAB ON THE LEFT SIDE OF THE 


CORRIDOR., SHOOT HIS CHEMICAL TANK TO BLOW HIM U 
NDERGROUND 


IN HALF. 

After passing through the metal door in the rear of 
the lab, you step into what looks like a completely 
different facility. The bodies are still dressed in - 
medical garb, but this is no hospital dar 


There are several ATC threats in the lab at the end 
of the hall. You can see some of them through the 
broken windows. Use your reflexes to slow time and _ 
pick off any easy targets. Instead of going straight 
into the lab via the hall, flank the ATC soldiers inside 
by ducking into the x-ray room and jumping through 
the shattered glass. 


; TRAIL OF THE DEAD 

ý Two things 
immediately 
set the 

| tone. There 
E is a dead 

B nurse n the 


a 
| 


dive deeper into this "um ity. 


Nearby &3 
stairs i | 
lead toan 
observation 
room. Duck | 
through the | 
door in the | N 
back of the | à zs z 
room to look Nn — ->S 


in chem suits trample the bady of a dead nurse. Th ; 
is a folder next to the body—that's intel. You need to 
find a way down there to collect the folder. 


ee Ka 1 ez f D» Si^. 
Don't ignore the x-ray room behind you! ATC soldiers may : x ; 
try to flank you, too. À 
y = « 


PickING UP THE PIEGES 


BASIC: TRAINING MISSION STRATEGIES 


MISSION 29 MISSION 37^ MISSION 4 | MISSION 5 = MISSION 6 T MISSION 7/4 MISSION B T MISSION 9 MISSION 10 "Mission 11° Mission 12° MISSIO! 
e | The Abomi 4 — cx Climb the 
- \ | nation is (o 2 | stairs next 
| downstairs | 1 | to the dead 
from the 3 nurse. The 
| next xray | s | corridor at 
| room. As you | A | | the top of 
* | walk toward | , nd ` / | the stairs 
47H e; li | the yell i Ww x ne wa ġo 
| yellow — | D m leads to 
/ emergency wA / another 


ighe. it flies out from around up corner. Bac Cup bservation room overlooking an x-ray facility. Walk 
own into the observation room and check out the 
xrays on the light wall. A reflex injector is next to the 


xrays. Pick it E to enhance your own reflex times. 


in hig trouble. Reload consta 
the facility so you are nt 


line below 


After elimi- | 'erupts. 
nanny ms | Sparks ignite the gas jet, creating a pillar of flame. 
Abomination, | Soon, another gas line breaks. And then another. This 
round the area is about to explode due to rupturing gas lines. 
AUS corna Run down the corridor to the elevator and dive inside 
Meri i before the entire corridor is ablaze. Once you're inside 


the elevator, punch the call button to close the door 
and rise out of danger. 


with the 
intel. B ore z 
gathering. up the intel folder, check "m alcove to T 
left for a MedKit. Pocket the MedKit and then swipe 
the intel from the nurse. 


hn 


If you do not react fast enough to the explosions, you 
will he setion fi ire and eventually killed when the entire 


INTEL 3 floor gaes up in flames. 

The nurse's HS 

dead hand E OUTER SHELL 

is clutching Prey 

a folder 

containing 

information is dicrinitaly not Mà hospital. Nor does it look like any 
that might sort of lab complex. This place looks military in origin. 
have helped You have stumbled upon the Outer Shell, the facility 
her escape where ATC creates and trains the Replica soldiers. 


death. This intel details one of the Harbinger project's The ATC security teams are here to keep destroying 
failures. During the first week of induction, the subject evidence of Origin, and that leads them to the source 


Beever eres iii feflexcs and target telepathic of the Replica soldiers used in project Perseus. 
frequencies. The second week added hallucinations to 


the psychic development. By week four, real problems 

had taken hold—the subject was not reacting well to 

^ treatments. The fifth week revealed extensive damage 

to the cerebral cortex, which disrupted logic functions. 

The subject was becoming, as the report notes, ý 

“animalistic.” ii i ef 
1 
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s 1 The ATC 
| soldiers are 
| ready for you 
| when you 
| Step out of 
| the elevator. 
| Reload your 
| | weapon 

^ before poking 
out to the left or right of the CUN shaft. There is a 
small group of ATC troopers behind the construction 
materials. Hit your reflexes to slow the scene and 
target them with your SMG—or throw a frag grenade 
over the materials and blast the entire group. 


GOLLECT WEAPONS AND HEALTH BOOSTERS FROM 
THE DEAD ATG TROOPERS BEFORE MOVING TO THE 
ROOM WITH THE YELLOW STAIRS JUST BEYOND THEM. 


THERE IS A TRAP DOOR IN THE FLOOR NEXT TO THE 
STAIRS. DO NOT SLIDE DOWN THERE JUST YET. 
INSTEAD, COLLECT THE ARMOR TO YOUR LEFT AND 
THEN CLIMB THE STAIRS TO PICK UP A MEDKIT. 


Follow the 
passage at 
the bottom 
of the ladder | 
to a catwalk. 
As you walk, 
pipes burst. X 
These are | Voss 
not steam E TRES 
pipes. These are gas pipes, so as soon as you see he 
first jet, start sprinting. The jets soon explode into 
flames. If caught in a blast, you are instantly killed. 


beca 


. catwalk to 
sputter out. 


MÀ 


ON THE WAY DOWN THE STAIRS, YOU CAN SEE 
ATG SOLDIERS INSIDE THE OUTER SHELL FACILITY 
CLEANING OUT THE JOINT. 


Wait for 
the gas jet 
blocking the 


for a second 
and then 
sprint past | 
it. The pipes - z — 
are just about to m [ ripping down 
the tower. Run through thi sprint. to the 


| 
| 


| the bottom 
| of the tower 
| that burrows 


The tunnel 
z is full of 
construction materials, such é as stacks of drywall. 
These are perfect cover spots for ATC security 
soldiers—and sure enough, they are waiting for you 
as you inch into the tunnel. As you close in on the — 
soldiers, hit your reflexes. Cut down as many of 
the soldiers as you can before your reflexes retu 
to normal. Then, retreat into the tunnel and wai 
for those reflexes to recharge. Once you can 
time again, press back into the fray to. finish off the 
security patrol. 


PICKING UP THE PIECES BASIC TRAINING 


Mission 


FLANK THE SECURITY. PATROL BY, SLIPPING” INTO THE 
PASSAGE TO THE RIGH AND “BLASTING OPEN. THE. 
EXPLOSIVE BARREL: 


—— 


SCAVENGE WEAPONS AND GEAR FROM THE DEAD AND 


THEN CHECK OUT THE SAWHORSES IN THE BACK OF 
THE TUNNE {TTO LOCATE ANOTHER PIECE OF INTEL. 


T NTEL 4 
The slip of 
paper on the 
sawhorses 
is a schedule 
change notice 
to all ATC 
security 
_ teams. The 
- demolition of 
-— the facility has been moved up, so all ATC E perenni are 
ordered to evacuate immediately. 


^. Reload 

| before you 
round the 
next corner. 
More ATC 
soldiers are 
standing 

| post on a 
—— ` landing up 
a salt flight of stairs. Pump your reflexes and take 
“But the pair. At the top of the steps, you see an APC 
conyoy rushing out of the Outer Shell facility. Due to a 
strange event inside the facility, Col. Vanek is pulling 
his men-out as fast as he.can. 


MISSION 2 Mission 3^ MISSION 4... MisSlON 5... MISSION 6 | MISSION 7... MISSION BJ. MISSION 9. MISSION 10. 


MISSION STRATEGIES MULTIPLAYER 


Before taking the Jaddon Pus to the road beneath you, 

walk dt gthy catwalk. Shock grenades sit on 
the catwalk. These | are extremely 
control. 


THERE IS ARMOR AT THE HALFWAY POINT WHEN YOU 
DESCEND TO THE GROUND VIA THE LADDERS. 


Apparently, ( 
Col, Vanek 1 
left behind a 
small patrol 


the ladders, use the steel supports and pipes as cover 
against the approaching soldiers. Your SMG is not the 
most accurate weapon at a distance, but try to take 
down the advancing ATC trooper from the rear of the 
road. Use your reflexes to slow him down. 


More 
soldiers 
start moving 
down the 
| road toward 
“ee : ^| you. Keep 
Lu "CT duckihg in 

3 L- lor C) M out, of 
cover to 
T your counterattack. Use reflex es to glow their 
approach. When you run dry, E UR @rguch behind cover 
until your meter refillsand then step back out to 
continue the assault. B 
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Grenades are perfect for closing the gap between you 
and Vanek’s men. Throw frags out to blast the advancing 
men. If a group of soldiers is coming, the shock grenade 
will paralyze the entire crew. 


link fences. pei akaa trota baisia, n 
dnas since huge. c hy the fencing. - 


v 


THE SOLDIERS THAT VANEK LEFT BEHIND TO STOP 
YOU CARRY ASSAULT RIFLES. THESE ARE FAR 
SUPERIOR TO THE SMG, SO PICK ONE UP. THEY HAVE 
A SMALLER CLIP, BUT THE IMPROVED ACCURACY AND 
STOPPING POWER MEANS YOU NEED FEWER BULLETS 
TO DROP A TARGET. 


fo — - ~ - g 


/ 


THE DOOR AT THE ENDIDF THE ROAD ISiMALFUNG 

TIONING, SLIP BETWEEN THE HEAVY, METAL DOORS 

ASITHEY SLIDE OPEN. DON’T GET CAUGHT BETWEEN 
© THEM OR ELSE YOU ARE CRUSHED} 


INTERCEPT 
You. 


DEEPER AND DEEPER 

Two gas line ¢ , "ew A 
explosions i i 
rock the 
tunnel 
beyond the 
door. As a 
forklift rolls — | 
across the 
tunnel, look 
to the right for the Rest sighting of an ATC soldier. Cut 
down the soldier and then slip farther into the tunnel 
to continue your attack on the next patrol. When you o 
see the flame jets die out, expect company on the - RAIN-DOWN BULLETS ON. THE ATC TROOPERS ON 


other side of the chain link fence. THE FAR SIDE OF THE FENCE FROM THE CATWALK. 
AN EXPLOSIVE BARREL STANDS NEAR ONE^OE: THE s 
SDLDIERS: PaP'T. TD-FILLUTHESAREA WITH FIRE. ITs 
MAY-NOT.KILL THE NEARBY SOLDIERS; BUT IT > 


INCAPACITATE THEM} EDRÉASEEW SECONDS SE 


PickiNG UP THE PIEGES BASIC TRAINING MISSION STRATEGIES MULTIPLAYER 


MISSION 1.) MISSION 2 MISSION @ MISSION 4.) MISSION 5) MISSION 61 MISSION’? MISSIONS ^ MISSION 9 | MISSION 19 Mission 11 "MISSION 12 MISSION 13 “Mission 14 


Collect PUSH UP THE 
weapons LEFT SIDE OF 
from the THE TUNNEL 

TO COLLECT 
downed ARMOR AND 


PICK OFF ANY 
SOLDIERS 
HIDING AMONG 
THE CRATES. 
ACTIVATE A 
SWITCH NEAR 
THE ARMOR TO OPEN THE CHAIN LINK FENCE, OR 
HEAD UP THE LADDER TO THE CATWALKS. 


IF YOU CLIMB THE LADDER IN THE CORNER OF THE 
TUNNEL TO REACH THE GATWALKS, ONE DF THE 
TROOPERS IN CHEM SUITS TRIES TO BACK INTO AN 

ALCOVE TO YOUR LEFT. TARGET HIM BEFORE THE 

GATE CLOSES. IF YOU MISS WITH YOUR GUNS, ROLL A 

GRENADE UNDER THE GATE TO FINISH HIM OFF. 


A PARKED APG STANDS JUST OUTSIDE THE TUNNEL. WORK YOUR 
RELOAD YOUR) WEAPON AS YOU CLOSE IN ON IT BECAUSE WAY ACROSS 
A SOLDIER WITH A NAPALM GANNON KICKS OPEN THE THE CATWALKS; 
BACK DOOR AND JUMPS OUT. GUT DOWN THE SOLDIER DUCKING 
AS THE APC DRIVES DEEPER INTO THE TUNNEL. BEHIND COVER 


WHEN You 
ENCOUNTER 


troopers in RESISTANCE. 
chem suits RETURN FIR 
spread out — 

across the 

catwalks 


that line the. 
tunnel. Use 
your scope 
to target the troopers’ tanks and blast hem; in half. 
The assault rifle is ideal for this scenario since it has 
better accuracy than the SMG. 


keeps 
| filling with 
| reinforce- 
| ments as you 
| cut down the 
| initial batch of 
| troopers. Use 
^ your reflexes 
to:juggle the group. Whenever you run low, just duck 
behind cover and wait for a few seconds for the meter to SLIDE DOWN THE LADDER AT THESTRAFP DOOR WHERE 
refill. To keep ATG officers from advancing on you while M CA NALK BENDS SAIN KS OC is o 


INTO A TUNNEL MARKED WITH TIRESTRACKS. THE ATG 
you recover, throw a grenade between you and them. SECURITY TEAMS«ESPAPED THROUGH HERE. 


" ) The tunnel 
| 
f 
| 
| 
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CATCHING UP 


`\ Climb to the 
| top of the 
| Stairs next 
| to the giant 
| door marked 
| | "A3." When 
Ji | you step 
| through 
— the door 
at m top of the stairs, you see Vanek and his men 
pushing deeper into the complex. Vanek is only mildly 
surprised to see you. Naturally, he vows to kill you, 
telling you that it is a sweet mercy compared to what 
Aristide planned on doing with you. 


After 

Vanek 

* leaves, his 
death squad 
shows up 
below you. 
From your 
vantage 
point, you 
have the advantage. The soldiers must come up 
through the crates, giving them no chance to sneak 
up on you. 


LOB FRAG GRENADES INTO THE CRATES AND ACCESS 


RAMP BEHIND THEM. THE BLASTS SHATTER THE 
TROOPERS AS THEY ADVANCE. 


| goes quiet, 
| descend 
from the 
| catwalk 
jw | and collect 

| weapons 
^ from the 
dead ATC security officers. Then, mm deeper into the 
facility, passing beneath a giant Armacham company 
logo on the concrete wall. More soldiers wait for you 
just around the bend, so reload your weapon and wait 
for your reflexes to refill before confronting them. 


Nt e; 


the middle of the room. It can be leached via the ladder 
facing you as you enter the area. 


3 Alone 

| soldier hides 

| behind a 

| crate at the 

| entrance 

| to the next 
, | tunnel. He 

| stands his 
* Hia ground as 
you E Use your reflexes to keep him from 
firing at you and pop him right in his exposed head. 
The sparks of your bullets on his helmet set off à gas 
leak. There's an explosion behind the soldier and now 
a jet of flame blocks your passage fie ir into the. 
IM 


Sew, 


THE FLAME JET PREVENT 
THIS LADDER. YOU MUST, 


THERE ARE SEVERAL ATC TROOPERS "Is THE TUNNE 
USE THE CRATES AS COVER AS YOU ADVANCE. Oo THE 
OTHER SIDE OF THE TUNNEL. 


g 


PICKING UP THE Pieces BASIC TRAINING 


MISSION 1.35 MISSION 2 = MISSION 3 


MISSION 4 MISSIONS Missi 


ION 6 MISSION 7 


à. SR J 
DUCK INTO THE SID t PASEN MARKED. "STAGI GE 


13" TO DISCOVE [HE BIMPIEGE OF INTEL FOR 

THIS MISSION, AS WELL AS RECOVER GUNS AND ~ 

ARMOR. AT LEAST ONE SOLDIER IS IN THE REAR OF 

THE STAGING AREA. SHOOT HIM BEFORE TRYING TO 

PICK UP THE INTEL ON TH NE ARBY SHELE, 
NEXT TO THE ARMOR: 


INTEL 5 


The intel on 
the shelf is a 
small folder 
about one of 
the prototypes 
associated 
with project 
Origin: Paxton 
.. Fettel. This . 
- is an evaluation from when Fettel was just 10 years 
old. According to the report, Fettel has just suffered 
something called a synchronicity event. He has no 
memory of what happened during the event, where 
it sounds like he killed several people before he was 
brought under control. Fettel has been suffering from 
nightmares, too, including a particularly troubling one 
where he dreamed he was eating somebody to “learn 
his secrets.” 


Pick up the frag grenades near the inteliand then ile 
the hack of the staging area for a shotgun andy a a health 
booster. 


THE GAS BvALy NS At THE REAR OF THE TUNNEL, 
JUST BELOW: THE CATWALK. PICK OFF THE ATG 
TROOPER ON THE CATWALK.AND THEN TWIST THE 
VALVE. 


T i 


MISSION STRATEGIES MULTIPLAYER 


MISSION 8 MISSION 9. Missi 


J« 10 MISSION 11 


MISSION 12 MISSION 13 


A fresh 


to intercept 
| you after 
| | you shut off 


| the crates 


u still have a UU csi roll it 


n rifle rounds.) Once the group 
advance on the ladder. More 


‘catwalk. You |. 
are back 
outside. As 
you walk up -— ST f r 

the next flight of stairs, a jus explosion shakes the 
facility. Rocks fall from the cliff face and strike the 
stairs. Rush to the end of the catwalk and grab some 
armor and then duck into the door to escape the 
falling rocks. 


Inside the 
facility, the 
gas lines are 


Duck under —— 
the flame jets (picking up health boosters to recover 
from any burns) and then step back outside via the 
door in the corner. 


As you try 
| to climb the 
| next set of 
| steps, the 
| gas pipes 
| explode. 

| | The stairs 
| collapse 
M / n.your 
BE You dit down the side of sre into a pool 
ter below. As you Splash down; you porarily 
iol Gonsciousness, At least thelWater will Save you 
from ‘being burned *alive.. 


97s 9, / 


| batch of ATC 


| soldiers tries 


/|| the gas. Use 


NP as cover and 
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ISSION: REPLICA 


BRIEFING 


Sgt. Fox is dead, killed by the same force that appeared at the TAC lab inside the hospital. 
Pressing right now, though, is the demolition of the underground facility you discovered, called 
Outer Shell. Col. Vanek and his security teams are setting charges to bring the entire facility down. 
You need to escape before it comes down right on top of you. The facility is the source of the 
Replica soldiers and they have been activated by Alma's psychic powers. 


ACQUISITION LIST 


F.E.A.R. intelligence reports estimate the following items need to be acquired from the field during this 
mission: 


Intel Items: 5 Reflex Injectors: 1 
Please use these advance team reports to acquire these items. Collecting these items will significantly 
improve your understanding of the situation in Auburn as well as improve your performance in the field. 


REPLICA LIPGRADES (INTEL 1): TESTING REMINDER (INTEL 2): 


COMBAT TESTING (INTEL 3): 


INSPECT ALL OFFICES FOR INTEL INVESTIGATE THE OBSERVATION THE LABS NEAR THE REPLICA 
ABOUT. ATC. DECK ABOVE THE TRAINING AREA TRAINING FACILITY SHOULD 
FOR INTEL. CONTAIN VALUABLE INTEL. 
THREAT REPORT (INTEL 4): LIFT PROBLEMS (INTEL 5): REFLEX INJECTOR: 38 
om fi 
` ; 
iN ij 
\ 9 a, 3 
y fee ye 
CONTINUE INSPECTING THE LABS THERE SHOULD BE INTEL INSIDE THERE SHOULD BE AN INJECTOR 
IN THE OUTER SHELL FACILITY THE OFFICE AT THE LOADING BAY. SOMEWHERE NEAR THE ABOMI- 


FOR MORE INTEL FOLDERS. 


NATION HOLDING CELLS. 


KING UP THE PIE 


5 BAs 


> TRAINING MISSION STRATEGIES- 


2 MISSION 3.) MISSION 4-2 MISSION 5 9 MISSION 6 = MISSION 7 | MISSION B =: MISSION 9 “MISSION 10 'MISSION 11. MISSION 12 >} 


When the mission begins, you are shaking off a nasty fall, the result of a huge explosion. You must crawl 
out of the waters below Outer Shell and fight through the recently released Replica soldiers. These are 
ATC’s cloned troopers designed to be controlled in the battlefield by a psychic commander. It looks like that 
commander right now is Alma herself. You must break through the Replica forces and find a way to the 
surface so you can catch up with Stokes and Griffin. 


BROKEN BODIES 


à 2 Est MM cdd qc MEM Wanc o7 


SORRIDOR, YOU SEE THE BODY OF A NURSE 

SLUMPED INSIDE THE NEXT OFFICE. INTEL SITS NEXT 

TO HER LIFELESS HAND. OPEN THE NEARBY DOOR TO 
ENTER THE OFFICE AND FETCH THE INTEL. 


INTEL 1 


The dead nurse was holding a report on the latest 
round of upgrades for the Replica soldiers. Variant 7 
‘soldiers, as they are called, are about to come online. 
The upgraded Replica soldiers will be placed inside 
‘stasis pods for easy ‘transportation to Still Island. The 
report warns all employees to not provide the Replica 
soldiers with live ammo until they have been cleared of 
‘any potential telesthetic signal interference. Once the 
’ all clear has been given, the Replica soldiers are to be 
‘given their weapons and rounds. 


\ f 


“window in the back of the room. This Outer Shell isa "iS8PPears 


Y aS * v. 
production facility and it looks like the assembly lineis OWN the | "em O O OOOO O nte 
‘completely functional. Pass through the next door t zu qu se EE 

vis sia pec ders ue e e left. Follow her through the uiflodked sliding glass 
A e" ; ddr, “As you continue down:the connidor, your vision 


5. Suddenly, Alma attacks. Mepeatedly press the 
ack button to boot hergiwayoAfter you push 


‘continue through the corridür until you reach 
‘the blapdied daor leading into-a.control room. 
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The 
control room 
is vacant. 
Bodies lie on 
| the ground, 
but the only 
sign of life is 
8 scurrying 
Abomination 


outside the control room. The screens in the control 
room display various views of the facility. There's 
nothing pretty on those screens. After inspecting 
the room, crouch down and slip through the broken 
window on the opposite side of the room. 


AS YOU STEP THROUGH THE BLOOD IN THE NEXT 
CORRIDOR, SNAKEFIST COMES OVER THE AIR AND 


TELLS YOU THAT YOU HAVE BEEN LINKED TO ALMA. . 


SHE CAN NOW SEE YOU ANYTIME, ANYWHERE. YOU - 
HAD BETTER GET USED TO HER BECAUSE SHE'S 
GOING TO BE YOUR NEW SHADOW. YOUR NEW, EVIL 

SHADOW. m 


THE DOOR AT THE END OF THE CORRIDOR OPENS 
INTO AN OBSERVATION BALCONY. YOU GAN LOOK 
DOWN ON A “TRAINING EXERCISE” FOR ONE OF THE 
FAILED HARBINGER CANDIDATES. YOU NEED TO MOVE 
THROUGH THE BLASTED OPEN DOUBLE DOORS. | 


a 


Check the stairs right before the double doors. Proximity 
mines, health boosters, and a shotgun wait for you to 
pick them up at the bottom of the stairs. 

A pile | <= 
of rubble. [ 1 MS 
blocks the 
path beyond 
the double 
doors. You 
can jump © .. 
over it, but E 
once you do, 
there is no going back. Make sure you have colloid 
the first piece of intel before jumping over the rocks. 


ABOMINATION NATION 


“N You've - 

stumbled 

onto a 

| | training 

| | facility for 
| Harbinger. 

l "| Although 

none have . 
ttacked you - 


j 
{ 
| 


down, pass through ti 
and enter another ‘small office. There i is a computer 
Access the computer 
eene cells below. 


You're releasing an 
unlock the only d 


| unlocking 
| the doors, 

| cautiously 

| enter the 

|-| hall with the - 
| Abomination 
cells. As _ 
ay you enter, 
the body of an ATC trooper is pulled into an open ce 
When you check that cell, it’s empty. However, when i 
you approach the last cell in the chamber, an Abomi- ` iS 
nation jumps out. Hit your reflexes as you back away" 5 
from the cell: Blast the Abomination: 


"!S*kiNG UP THE PIECES BASIC TRAINING MISSION STRATEGIES MULTIPLAYER 


issu MISSION 27 MISSION 3 1) MISSION 4 MISSION 5 | MISSION 6 1 MISSION 7/4. MISSION 8i Mi; 


ION 9 Mission 10 ‘MISSION 11 | Mission 12 MISSION 13 iMission 14 


ANOTHER LENGTHY) CO 
THE VERY END DFT 


There is 
a wide-open 
door next | 
to the fire | 
jet. This | 
door leads 
to the room 


on the Abomination in the chair. To reach the reflex 
injector, duck through the double doors to the left 
with the of the monitors. The gas valve is just inside the door. 
Abomination Turn off the valve and then backtrack to the storage 
strapped into a chair, boi forced to watch a series ^ room that was blocked with the fire jet. Step inside to 


trio of monitors, There are images of grab Wie. iiem and boost your reflexes. 
ar interspersed with traditional ESP 


say can shoot the Abomination in the 


the room o iate through the opposite door as soon 
as you walk under the monitors. 


AFTER COLLECTING THE REFLEX INJECTOR, RETURN 
TO THE TRAINING ROOM. ANOTHER ABOMINATION 
LEAPS THROUGH ONE OF THE HIGHEST WINDOWS AND 

ATTACKS. BLAST IT OUT OF THE AIR. 


ET WOUR REFLEXES TO SLOW THE ABOMINATION 

BURSTS THROUGH THE DOOR AND ATTACKS. 
NATE IT BEFORE IT CAN JUMP ON YOU. A 
NICAN TAKE IT DOWN WITH A SINGLE SHOT AT 
CLOSE RANGE. 


D Tia 
A PABOMINATION IS-CURKING ATELHE TOP ‘OF THE 
STAIRS. Hir*vOUR REFLEXES AS YOU REACH lads TOP 
OF THE STAIRS AND TAKE IT OUT. 
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Walk 
| through the 
doors at 
the top of | Abominations 
the stairs in the 
| to reach an corridor and 
|| observation storage area, 
| deck. A | drop down 
MedkKit is on s z ' the stairs. 
the desk straight ahead. Intel 2 is also on the desk, There is armor on one of the crates at the bottom, plus 
so pick up both items before leaving the room via the a shotgun. When you slip through the doors leading to 
sliding door in the rear. the loading bay, an Abomination hops at you from the 
nearby forklift. 
INTEL 2 
The report on the desk is a reminder to all personnel 
that a new round of testing on Harbinger candidates 
vallisaen beni do ponam We the ar. EU Blast the fuel tank on the forklift to kill the Abomination 
C-5000 through C-5050, staff must request the drugs in an explosion. 
from Lab 12 and military videos ahead of time. All : 
personnel are also reminded to make sure specimens ... The loading 
are properly restrained and that handlers wear .. bay must be 
protective gear at all times. ‘one of the r 
key support 


areas for 
the Outer 
Shell facility 
because 
Vanek has | 


ho ono t grid 


AND UNLOAD INTO THE ABOMINATI Ust Aas IT 
TOUCHES DOWN INSIDE THE CORRIDOR. 


3 i After 

| cleaning out 
| the Abomi- 
| nations ana, 


to poe in on a series of labs related to tl e Replica 
qr program. An Abomination in the corridor ahead j jumps. 
WAG HSE UT CORIR A CRIN ATOR Ee down just as you‘near the gas pipes: Eliminate it'and 


me 
STORAGE AREA AT THE END OF THE CORRIDOR. THEY then climb the ladder to check out, thé labs: 
TEND TO JUMP OUT WITHOUT WARNING, SUCH AS AT 

THE STAIRS LEADING DOWN TO A LOADING BAY! 


— 
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The first There is 
| lab is silent | a ramp at 
| when you | the end of 
| enter. An | the hall that 
| intel folder | leads down 
| sits on the | to what 
| | looks like 
| a training 
^ facility. This 


T T be the arena referred to in the intel. Reload 


J 1 get your first taste of the latest batch of Replica 
^ soldiers fresh off the assembly line. 


the left of the exan ding right next to some 
(highly combustible]: oxyge tanks. Pop your reflexes 
and destroy the Adis before going for the 
intel. 


A 
m 
T 
E 
o 
> 


INTEL 3 

The folder on the counter in the lab contains a memo 

on combat testing. All staff are warned that live s to slow you down Nu. must fight through the Replica 
ammunition tests with the Replica soldiers are due to troopers and return to the surface before the entire 


commence today, so the arena area will be closed to 
anybody below Level 2 security clearance. 


- Outer Shell is destroyed. 


THE ARENA 


When you 
first step 
into the 
arena, 

Col. Vanek 
appears on 
| some giant 
| |. monitors 


;/| | overlooking ~ 
sA In Os the facility. Vanek takes a moment away from his busy 
j | 


EA 


BEFORE THE ELEVATOR REACHES THE TOP OF TH 


SHAFT. SQUISH. 
E! büt since the paycheck clears, he follows 


The orders. As a going-away present, Vanek unleashes a 
elevator batch of Replica soldiers. 
doors open 


n the top 


There are lots of weapons strewn around the arena, 
such as shotguns. In the middle of the arena, you will 
find a MedKit and armor on a wrecked car. 


"walk down the hall, look for health boosters on the 
ground. Open the gate near the health boosters to M 


uncover a stockpile of weapons and gear. There is A es A 
armor inside the small side area, as well as a combat diee cou 
shotgun and assault rifle. Collect them both. t / Ai 
[: : 4 23 í 
ent 
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The 
Replica 
| soldiers rise 
| from the 
| floor in their 
|| pods. When 
you spot a 
monolith- 
like box rise 


out of the ground, hit your reflexes and get ready for 
a battle. Vanek programs the arena to release the 
soldiers just a few at a time, but in several batches. 
The Replica soldiers spring into action as soon as 
their pods open, spreading out around the arena. 
They duck and dive behind the walls to take cover and 
mount their attacks. 


WATCH FOR THE RISING PODS, IF YOU'RE. FAST, YOU 
CAN PICK OFF ONE FROM EACH BATCH BEFORE IT 
EVEN RAISES ITS WEAPON TO FIGHT. 


Le 


USE GRENADES TO TAKE OUT REPLICA SOLDIERS 
USING COVER. COOK YOUR GRENADE FOR A SECOND 
OR TWO BEFORE RELEASING IT SO THE REPLICAS DO 

NOT HAVE MUCH TIME TO REACT. 


IF YOU CAN CATCH THEM IN A GROUP, USE SHOCK 
GRENADES TO ZAP REPLICA SOLDIERS INTO 
TEMPORARY SUBMISSION, 


Glance up at the televisions when you have a chance. 
You will see exactly who is controlling these hin: 
soldiers. 


When the 
arena finally 
goes quiet 
after the | 
last batch 
of Replica 
troopers, 
use one 
of the pod me 
tubes in the floor to escape 


production lines, There are stasis pods everywhere, 
so reload your weapon and be ready for action. 


When a stasis "m Bini 
green light ; appears on top of the pot 


Replica | 
soldiers drop 


roof of the 
chamber. ‘ 
When you | 

S AW r «77 ‘see boots. ` 
appear from the. sky, punch your reflexes to slow their 
descent and ventilate the.Replica saldier before it can ^ « 


‘rise to its full height. Use the concrete pillars in the 
room as cover while attacking the Replica soldiers. 
h 


~X nura Q 
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When a? Follow the 
you round | i 
the corner, | 
more Replica | 
soldiers | 
emerge from | 
their pods. 
It's easier M 
to spot the »—— 
soldiers when their r h the pod: they open one by one. 
spot these targets, u: Scope ti is crawling with Replica troopers— 
E^ x at using cover. They 
s to protect their bodies. 


vVüOlld3e 


CLIMB THE LADDER NEXT TO THE PODS ON THE LEFT 
SIDE OF THE CORRIDOR AND PASS BETWEEN THE 
CEILING-MOUNTED CONVEYOR BELTS. 


f 


SERERE 


‘= o fea 


There is a drop-off alongside of the Replica pods. Climb 
down the ladder to grab a MedKit. Crouch down and 
investigate the air duct to discover a pair of proximity 
mines. i 


rere 
REPLICAS VS. ATG 
P oS _ 


LN 


MORE REPLICA TROOPERS ATTACK ASI YOU Hon 
UPR A RAMP. USE THE PODS AS COVER AND B 
BACK AT THE REPLICAS, 


is armor and a shotgun on the workbench to the 
the pods. Look under the “safety first” poster. 


line control room. The doors on the opposite side of 
the office open into another set of labs. Enter the first 
lab and then climb the ladder on the back wall of the 
room, There are ATC men in this Tab; but they are too 
busy fighting off the Replica'soldi ‘tosnotice you; Let 
them fight it out. Armor, a Me it, and intel are at 


3p'of the ladder. T 


the! 
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INT i another Abominatic 
ATED A After blasting the A 


The intel is a threat report sent out to all ATC security and inch to the large pen me 


personnel. According to the report, the ATC security 
lead has uncovered specs for power armor units used LiFT 
by Replica soldiers. The lead believes these units will 


pose significant problems for ATC security operations, N m The Replica 
so everybody needs to stay on their toes. | soldiers have 
| completely 
| overrun the 


| loading bay 
beyond the 

| giant doors. 
When you 
peek through 

a you see € with their guns 


ERS ARE ENTERING THE | 
: As js THE 
3 TARGET THE Ree (EA TROOPER: 
i ba ay 


DROP DOWN INTO THE AFTERMATH OF THE BATTLE 
AND COLLECT WEAPONS DROPPED BY ATG FORCES 
AND REPLICA SOLDIERS. 


M NEED a TRU 


Use 
the stairs 
outside the 
£^ | lab to reach 
an access 
tunnel. An nus $ 
Abomination enn ag AT a A ~ 
J xe x, Oo 7 runs by the POP "iie EXRLOSIVE BARRELS TO.THIN THE RANKS: DF 
VS uide cs) ‘and of the THE REPLICAS: 
tunnel at top speed—it must be chasing dinner. Follow =~ 
the long gas line at the end of the tunnel. Reload - 
before you reach the end of the pipe because there is em. 


^ 


m 


» - Za i 
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ERICA SOLDIERS. 
THE AREA GF TROOPERS 


INTEL 5 : 
` The memo on the desk inside the office details 
problems with the lift in the middle of the loading bay. 
The hydraulics are on the blink and must be tended to 
manually to restore pressure to the lift. 


AS SOON AS YOU SPOT THE POWER ARMOR, THROW A 
SHOCK GRENADE AT ITS FEET. COOK THE GRENADE IF 
THE POWER ARMOR IS CLOSE TO YOU. 


APPROACH THE CONTROL PANEL*ON THE LIFT. 
THE LIFT MALFUNCTIONS RIGHT AWAY. YOU NEED 
TO ACTIVATE THE MANUAL VALVES IN THE BAY TO 
RESTORE PRESSURE TO THE LIFT. THE VALVES ARE 

BATHED IN RED LIGHT. 


WHEN: THE POWER ARMOR IS MALFUNCTIONING, RUSH 
IN AND UNLOAD YOUR SHOTGUN INTO ITS REAR 
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The power armor cannot: turn very { fasi , 50 keep circling reflexes and get in behind the po! 
the bay to stay one step ahead of [ : with your shotgun. 


When the 
) power armor 
2 "ETE : 


armor. Just make sure you are far enough away that the 
blast doesn’t injure you, too. 


| armor starts - 
^ sparking 
blue, it's — 
seriously 
damaged. - 
But even 
if the unit 
is close to destruction, those chain guns still work. 
Keep running around the bay, darting around the 
crates to keep out of the line of fire. If you run out'bf. 
shock grenades, rush to the supply points and pick ~ 
up new ones. Should you completely run out of shock 
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You have finally escaped the Outer Shell facility, surviving an assault from one of ATC’s vicious 
power armors. Lt. Stokes and Sgt. Griffin have established radio contact. You must now 
rendezvous with the team at the rally point near the ruined stadium. Morales is en route in the 
APC to pick you up. Sgt. Keegan is with him. ATC activity is estimated to be heavy in the area 
between your present location and the stadium, and there have been reports of unexplained 
activity in the city streets. Something about a “puppeteer” ... 


ACQUISITION LIST 
EE.A.R. intelligence reports estimate the following items need to be acquired from the field 
during this mission: 

Intel Items: 3 Reflex Injectors: 1 


Please use these advance team reports to acquire these items. Collecting these items will 
significantly improve your understanding of the situation in Auburn as well as improve your 
performance in the field. 


REPLICA ACTIVITY MEMO (INTEL 1): THREAT REPORT (INTEL 2): 


INVESTIGATE THE DESK IN THE SMALL OFFICE CHECK THIS DESK IN THE RUINED OFFICES 
GN THE SECOND FLOOR OF THE WAREHOUSE. ‘BEHIND THE BUS CRASH. 
POWERED ARMOR (INTEL 3): REFLEX INJECTOR: 
/ RES \ 


aii. 


| ius / 


Ei 


/ ems / 
e os es j 
ALLEGEDLY LOCATED NEAR THE DISASTER LOCATED ON A STACK OF CRATES NEAR 
SITE, IN A SMALL ROOM. INTEL 3. 
T oe te 


Ts 


< egere PRIMAGAMEB.EOM £ 
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TRALEGY. . 


As soon as the mission begins, you receive a new objective: rally with the team near the stadium. The 
escape from Outer Shell deposits you in an abandoned warehouse somewhere in the city. You need to get 
your bearings so you can rejoin the team at the established rendezvous point. Outside, you get your first real 
look at the absolute devastation wreaked by the explosion that shattered Auburn and ended so many lives in 
a violent, rage-driven flash. There is no time to hesitate in the ruined streets. Not only are Replica and ATC 
security troopers on their way to the scene, but there are mysterious forces at work in the city now that 
can only be described as supernatural. Whatever destroyed this city left behind an energy that can survive 
death. And if what is happening around you defies explanation, things get a lot stranger when somebody 
named “Snake Fist” reaches out to you with an offer of help. 


SURFACING 


As the mission begins, you are still riding the elevator 
out of the Outer Shell and back up to the surface. 
The explosion ripped the roof off of the warehouse, 
allowing you your first look at the sky since the 
explosion. There is not a single, hopeful patch of blue 
anywhere in the amber heavens. Smoke, dust, and 
ash blot out the sun, casting the city in a creepy glow. 


— — pod 
| i . | surfacing, 
h | both Lt. 
Stokes and 
* | Sgt. Griffin 
| contact you 
/ | Mia the radio. 
4s 9,/ | Both are 
okay and 


the Stadium. According to your teammates, Morales 
and Keegan are en route:to the rendezvous point, so 
you'd better hurry. i 


| 


The warehouse is empty. There is no motion, 
no sign of life. It's a welcome respite following the 
encounter with the power armor below, but this is no 
time for a break. You'd better find a way out of the 
warehouse and hook up with the team so together'you 
can create some plan of attack for dealing with the 
Replica soldiers, ATC security, Genevieve Aristide, and 
whatever malevolence is at work in this forsaken city. 


th 


CLIMB THE LADDER IN THE CORNER OF THE 
WAREHOUSE AND: THEN ASCEND THE STAIRS TO THE 
TOP FLOOR OF THE FACILITY: 


USE THE RED DOORS TO PUSH THROUGH THE 
WAREHOUSE. 


There is a combat shotgun and some frag grenades ona 


the stairs. 


stack of crates behind the red door closest to the top of - 


RENTA uM 
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| 
| 
| 
| 
| 
| 
- 4] 
After passing ^ 4 AES R E BLOCKED BY DEBRIS. JUMP 
the stairs, lool 
is completely blown o S DOWNSTAIRS. ETOWEVER: 
giving youa clear view. Š dE i $ NE HE HALLWAY. THERE IS A 
howls through the air. ; ‘ 
streaks into view. One 
behind a thick trail of bla 
going down. And you a 
crashes in the near d 
survivors is low, but if 


=a 


is still quiet. 
The Replica troopers mentioned in the memo have not 
yet infiltrated this area. At the bottom of the stairs, 
walk through the locker room to locate an incon- 
spicuous door. What's beyond it, though, is anything 
but. 


DEVASTATION 

When you 

| step out into 
| the street, 

| you get your 


INTEL 1 first look at 
| There is a a modern 
small office definition 
' on the other of hell. The 
side of the — cracked 


door. Look to 
the left as you 
pass through 
the door. The 
first piece 

of intel for this mission is on.the desk. It's a memo 
about Replica activity in the area—this is an ATC 
security communication. ATC security has no idea why 
the Replica troopers are active. With Paxton Fettel , ví 
dead, none of them should be operational. Whoever LR v 
(or whatever) is controlling the Replica is definitely not : 
friendly, so all ATC security forces are advised to shoot 
Replicas on sight. 


oi na 


buildings slump on unstable foundations. Splintered 
chunks of uneven asphalt are everywhere. Trees are 
stripped of any sign of life, leaving behind only bony 
branches with no chance of ever blooming again. Fires 
burn anything flammable that wasn’t incinerated in 
the blast. But the worst sight of all is the people. 


T 
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SS 


They look 
like the 


figures were 
| frozen in the 
/ J final seconds 
^ of their lives, 
fleeing that which cannot be isd: death. Skin 

and muscle were turned to ash in an instant as the 
ferocious heat wave ripped across the city. It came 
so quickly, so forcefully. And now these brittle statues 
are all that is left of lives interrupted. A single touch 
is all it takes to finally wipe away any record of their 
existence, as. ash scatters into the wind. 


FOLLOW THE STREET TO THE LEFT, PASSING THE 
TWISTED WRECKAGE OF THE CITY BUS. THERE IS 

A SMALL ALLEY TO THE LEFT OF THE BUS. PASS 
THROUGH THE RED DOOR TO ENTER THE BASEMENT 
OF AN INDUSTRIAL BUILDING. i 


debris piles 
burn. When \ 
you walk to LX 
the end of 

the first corridor, you spot a shadow on the wall. It 
moves slowly, menacingly. A disturbance knocks out 
the light in the hallway ahead, making the shadow 
disappear. You are not alone down here. 


Bude. 


4 


fe 
a, 


The 

te corridor to 

| the right 

! ends at a 

locked fence. 

You must 

| break the 

p | padlock on 
n T =~ — 7 the gate 

to progress deeper into the basement. Either take 

aim at the padlock or bash it with a melee attack. 


j 


V5.0, j 


Now you can open the fence and investi 
where you spotted the shadow. Bloodstains on the 
ground recede into the darkness. 


$ REE E ee A 


FLICK ON YOUR FLASHLIGHT TO SEE THE CAUSE 
OF THE BLOODSTAINS. AN ATG SEGURITY SOLDIER 
HAS BEEN BRUTALLY GUTTED. PICK UP HIS 
DISCARDED ARMOR AND WEAPON. HE WONÌT BE 
NEEDING THEM ANYMORE. 


WALK DOWN THE CORRIDOR OPPOSITE OF THE 
SOLDIER’S BODY. JUM 


The red door / 
opens back | 
out into the `| 
city. When | 
| 
I 
| 
| 


you step into | 
the alley, 

you spy a 
survivor! A . 
lone man EUM ee ; 
stands in the street NC to hail a cab. He TUNE 
dazed, swaying unevenly on his feet as he waves to — 
the cab. There is something amiss with this scene. 
The cab he's calling is high-centered ‘on a pile of 
asphalt and rubble. It’s not going anywhere. So why is is 
that man even trying? And: how did he live through the 
blast anyway? : i 


FT 
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MISSION 13 Mission 14 


THE REMNANT RUNS AROUND THE IMMEDIATE AREA, 
ITS RED CORDS FLAILING. ANY BODY IT COMES INTO 
CONTACT WITH IS PULLED TO ITS FEET. 


pursuit of Genevieve | ; 
what happened to this city. T nnant is a husk of - Keep your - 
a human being, trapped final moment | |... distance 
his death. As soon as you di: à 
is ready for a fight. But it's nc 
civilian that's fighting you. Yo 
whomever is pulling the strin 
strings ... 
Í is = ao through the © - MU SEX 

E , resurrected corpses, it does have a defensive move. 
When you get close, the Remnant collapses on itself, 
drawing a deep breath as it collects energy. Suddenly, 
the Remnant explodes with a "psychic scream" that f 
rattles your skull and spine. Your view turns orange T. 
and you shudder so badly you cannot draw a bead 3 
on the Remnant. While you try to recover from the 
scream attack, the Remnant hurriedly shuffles away, 
seeking out more puppets to bring back to life. 


corpse. This’ Remnant lapper 
midst of several dead’ ATC SUN a soldie 
the Remnant hooks one of the bodies with tho 
cords, it rises and launches into an attack. 


d 


USE REFLEXES TO SLOWSTHE REMNANT DOWN SO 
YOU CAN POP A FEW ROUNDS INTO ITS HEAD. 


DROP THE ATG SOLDIER BEFORE IT HAS A 
CHANCE OsSTAND ALL THE WAY UP AND RAISE ITS t 


GUN TO YOU. 


= zp Rue: PHIMAGAMES.COM 
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It takes a lot of bullets to bring down a Remnant. You ee 
. just don’t have the firepower right now to drop it with a «| Remnant as he circles the bus. The explosion does 
single shot (such as a rocket launcher), so keep tracking significant damage to the monster. 
the monster and always reload your weapon so you : ve T 
never run out in the middle of a firefight. HAUNTED 


That was a Specter. Not everybody that was incin- 
erated in the bomb blast is entering the afterlife 
without a fight. Specters are the spirits of humans 
that are angry their lives were taken fram them and - 


Fissiidi from unloading his. vm Mv ur as 

long as possible. When you have a modest amount of 
reflexes saved up, use them to bring the scene to a 

crawl. As the Remnant inches toward you, raise your 
weapon and drill his head until his body explodes in a 
cloud of ash. =~ 


lut a 
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INTEL 2 


The second 
piece of intel 
is near your 
first encounter 
with a Specter. 
Looktotheleft | ^ 
of the cache. N $ 
of supplies. Ness 
guarded by the : 
Specter. There is a small office in the rear of the first 
floor. Jump over the counter to check aut the office. 
The intel is on the wooden desk. It's an ATC Threat 

-. Report. According to the report, Col. Vanek (director 
of ATC security] is aware that some citizen survivors 
to avoid contact with any civilian, no matter how “alive” a z UO oee RES 
they look. : you E EGTERS? EYES 


"SUPPLIES IN. NOW, THAT DOESN’T LOOK FRIENDLY ... YOU SPY AN 
G THE REAR ELITE POWER ARMOR THROUGH A HOLE IN THE. WALL 
1 AS YOU MOVE THROUGH THE SPECTER-INFESTED 


an unidentified voice comes over the radio. He e. 
information about what's happening and requires your - 
assistance if you want it. Lt. Stokes breaks into the ~ 
transmission to question the mystery caller. The voice 
Will not give Stokes his real name for fear of retri- 
bution. So he uses a cade name: Snake Fist. You have 
Openthe à new objective now. Find Snake Fist. Crawl through 
wooden the vent shaft in the floor of the offi 


door to the 
right of the 
fallen soldier 
to enter a 

| break room 
shrouded in ` 
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— «We The vent 

| shaft leads 

| to another 

| empty office. 
ide | It's bathed in 
a | emergency 
^| lights. A 
> | large hole in 
> =~ the wall of 
the office overlooks an outside alley. A truck is parked 
just below the hole, so you can jump down without 
injury. Step out on top of the truck and then hop down 
to the street. 


E 
LE 9, / 


CRASH SITE 


Stepping into the street is like walking into a 


nightmare. The battered fuselage of the airplane is 
in the middle of the street. It is obvious there are no 


| to the pile 
| of wreckage 
4. and rebar. 
i | Jump over 
| | the debris 
| and then 

- ^—-——/ quickly 

dart into the building to the left. The ATC security 
troopers have taken this area of the city. The small 
crew patrolling these streets is armed with napalm 
guns, powerful flamethrowers that coat targets with 
burning jelly that does intense damage. 


From the 
cover of the 
building, 
peek through | 
the holes in 
the walls to 
see the ATC 
patrol. These 
hulks are > 
just sweeping the street, blasting anything that moves 
with a fat burst of napalm. Their mission is to destroy 
any remaining life in the area. 


TARGET THE NAPALM TANKS 
ATC SOLDIERS. A FEW DI 
AFLAME. SECONDS LATE 


-HE BACKS OF THE 
ITS SET THE TANKS 
“TANKS EXPLODE, 


o sr 


THERE ARE REGULAR REPLICA SOLDIERS IN THE 
AREA, TOO. AS SOON AS YOU FIRE YOUR FIRST 
SHOT, THEY WILL TRIANGHLATE YOUR POSITION AND 


is always the 
ATC soldier 
closest to a. 
t you. But if. you are dealing with threats at a distance, 
definitely zero in on the Replica troopers with the 
;napalm launchers first. Empty BENED Düllete into the 


—: 


napalm threat and then hift. en targets, like, ^9" € 


the Standard ATC security.sol 
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If you use the detached jet engine for cover, watch out 
for the flames coming out of the back of it. If you touch 
them, you are hurned for several seconds, making it 
difficult to see as well as doing great harm. 


DIVE INTO THE ROOM TO 
ENGINE. A MEDKIT IS [n 
FRAG GRENADES REST 


| rest until all 
| of the ATC 
| troopers 
| have been 
| dropped. 
Use cover 
to guard 

n umm ' against their 
atadi look for any advantage, like sniping their 
legs out from underneath them through boarded up 
windows. Once the napalm-packing ATCs are on the 
ground, rush out and scavenge one of the cannons. 


| cannons have very limited ammo 

-'stocks—-just 10 shots in reserve with five in the 

chamber. But the spreading nature of the napalm 

makes each shot outrageously effective, especially if 

you target one ATC trooper standing in the middle of 

“Several others. The splash damage hurts everybody 
around the target. 


P 


A tag 


a 
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After 
eed roasting the 
ATC soldiers 
in the street, 
step into the 
7^ building on 
the opposite 
~] side of the 
" š ^ road. Collect 
weapons, ammo, and health boai from fallen 
mies. A combat shotgun rests on the crates in 
rear of the room. Use the stairs to climb to the 


. 4 When you 
| poke your 
| head up to 
| the second 
| story, 
you are 
welcomed 
4; with one of 
^ two things— 
either a frag grenade or some wild gunfire. If you see 
the yellow arc of a frag grenade bouncing toward the 
stairs, hightail it back to the ground floor to avoid 
the blast radius. Then, return topside and trigger 
your reflexes to slow the scene and manage your 
assailants. 


After 
neutralizing E: a: 
the enemies Au 
in this 
building, you 


street, At first, only a normal ATC soldier sprays the 
air with an SMG. 


However, 
he's soon 
joined by a 
colleague 
that brought | 
something a | 
little heftier 
to the 
firefight—a LEY 
rocket launcher. Rocket launchers 1 use green targeting 
laseps; so when you see that thin green line pierce 
the;Scene, you'd better seek cover" Or hit the reflexes: 
A single rocket is enough to kill you; even if you have 
full amor. Return fire with the. napalm cannon or any 
mid-range weapon. " 
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Watch out for the hole in the floor. While zoomed in 
on the ATC troopers across the street, it’s easy to 
accidentally tumble back to the first floor. 


INTEL 3 AND 


REFLEX INJECTOR 
Only after you 
drop the ATC 
with the rocket 
launcher 
should you try 
to recover the 
nearby intel 
and reflex 
injector. The 
prizes are on the far end of the building. Jump over the 
holes in the floor and look for the equipment crates 

in the small back room. Both of the pick-ups are on 

the crates. Intel 3 is another ATC security warning. 
Apparently, a potential weakness has been identified 
on the powered armor units deployed in the downtown 
area. (Good news for you.) The shielding around the 
armor's power core is inadequate to guard the unit 
against electrical disruptions, such as a shock grenade. 
You can also improvise and shoot electrical trans- 
formers hanging from telephone poles while the armors 
march underneath. 


After collecting the intel and reflex injector, it's time 
to cross the street. Run across the wing fragment 
that bridges the two buildings. Inside the new building, 
look for any weapons to salvage from the Replica 
bodies. That rocket launcher is especially promising, 
so pick it up and store it, just in case. After all, that 
memo did mention something about giant powered 
armors patrolling downtown. And you are downtown. 


oe 


the reflexes and look through 


“va p, ) 
eed, 


WALK TO THE BACK OF THE BUILDING AND JUMP 
THROUGH THE HOLE IN THE WALL. YOU NEED TO 
PASS THROUGH THE OPEN DOOR IN THIS ROOM, BUT 
WATER ON THE GROUND 1S DEADLY. DOWNED POWER 
LINES DANCE IN THE WATER. IF YOU PUT EVEN ONE 

TOE IN THAT WATER, IT’S GAME OVER. 


t 
CURRENT CEASES. NOW 
THE WAT! 


There's 
a jackpot 
through the 
door. Not. 
only is there - 
another ' . 
rocket 
launcher on 
the crates, 
but you can also replenish your armor and pocket — 
shock grenades and proximity mines. All of these tools _ 
are extremely useful for the upcoming encounter 
a powered armor. ; 


a rocket 
/ | launcher ed 
| passed you 
f | by for some 
'reaSon; hit” | 


the far end t the corridor. A 
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a rocket launcher. Hold off on killing him. He may 
prove useful, especially since he doesn’t seem that 
concerned with you right now. Drop through the hole 
in the floor so you are back to street level. 


ELITE POWER ARMOR 


pum coo 
|/ P LAS 


street, looking from side 
The EPA is armed with 
making it a walking death 
way to neutralize this thi 
active, it will eventually p 
in the center of your che 
is lined with ATC sec 
launchers. d are under 


D 
SHORT-GIRCUIT THE EP 


Unfortunately, teamwork with the ATG secüritji 
"forces ends here. Your position has been given aw: 
The ATE soldiers turn on you now. The green lasers of 
checker: launchers pierce the holes in the walls around 
streak through the air. Duck out of the 
oming fire. Use reflexes to bring the scene 


Target the 
| arc with 
| the launcher 
4 across the 
©) street when 


| | he lowers his 


\ " | weapon to 
; Hees F reload. Use 
N > p to 


" . 


MISSION 8 = Mission 9. 


armor, an SMG, and health booster on the crates. 


MM Mt if it's aiki right underneath another 
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slow things down so you can draw your weapon and 
fire before he can react. As soon as you eliminate 
the launcher, you hear the low rumble of another EPA 
coming up the street. 


Fall back into the building to collect weapons and 
gear from a small cache. There are shock grenades, 


‘inch out to look ae the 
the street. The EPA is right. 
n shot. Raise the launcher so 


transformer. 


f 
O2 / 


l n. 


LESSER THAN A ROCKET RIGHT NOW IS 
POINTLESS. 


You have 
| to disable 
| that EPA if 
| you want 
| to stand a 
| chance. If 
/ | the EPA is 
`| active, it 
ee pin you 
down with chain gun decks and missile blasts. Lure 
the EPA to the left side of the building. When it opens 
fire, run to the right and throw a shock grenade into 


«(n DI 


lh es / 


the street so it bounces right at the EPA'S giant feet. 
If the shock grenade pops p nex to.the EPA; the 
bla ia disables the brute. 21 Y 
3 »- i A 
PTA 
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DON’T WASTE TIME WHEN THE EPA IS FROZEN. 
LEVEL A ROCKET RIGHT AT THE COCKPIT. KEEP 
BLASTING UNTIL THE EPA RECOVERS. IT TAKES 
ABOUT FOUR OR FIVE DIRECT HITS WITH ROCKETS 

TO BRING THE EPA DOWN. 


If you ever run out of rockets and the EPA is still active, 
you're in trouble—hut it's not an impossible situation. 
Using shock grenades to freeze the EPA, you can still 
attack with everything else you have. Frag grenades and 
proximity mines are effective ... just not as effective asa 
rocket attack. 


When you 
| see the EPA 
| recover (it 
| stands back 
| up to its 
| full height), 
; | duck for 

| cover and 
reload your 


ind: 
throw the shock Erefade at its feet. Parner the 
disabled EPA with another rocket. 


WHEN YOU SEE DEEP BLUE ELECTRICAL ARCS DANCE 
AROUND THE EPA, YOU KNOW IT’S ALMOST DONE. 
ONE MORE DIRECT HIT WITH A ROCKET WILL REDUCE 

IT TO SCRAP METAL. E 


- beginning. As soon as you step over'the-large pile.of 


If you are out of shock grenades, you must rely 
on reflexes to get the jump on the EPA. Otherwise, 
roll one more shock grenade under its feet and wait 
for the monster to get fried. Once the machine is 
disabled, launch that final rocket into its mammoth 
hull and end this fierce duel. After the EPA is down, 
collect any gear in the area. Morales comes over the 
radio. The stadium is a no-go. The new rally point is 
the corner of 4th and Townsend. That's still pretty far 
away, so you'd better get moving. 


Aresidual / 
ATC security | 
force comes 
out of hiding | 
when the 
EPA is gone. f 
The ATC | 
troopers = 
are atthe ~ KETIA 3 : 
far end of the street, near the flames. Use reflexes. E X 
to eliminate the soldiers and then duck into the smal 
alley near the fire. The ATC soldiers have one last 
cache of weapons and gear in the alley. Pick up the 
armor, health booster, and frag grenades before 
darting through the nearby open door ` 


The corridor is aglow from small piles. of burning 
debris. Your trip through the Broken city is just 


* 


conerete.in the hallway, the mission draws to a close. 


X ii P x 
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MISSION: TOP 


RIEEINCG 


Lt. Stokes has been pinned down by Replica snipers and needs assistance—those cloned troopers 
is are expert shots even without scopes and laser sightings. Sgt. Griffin reported seeing a woman 
tx in distress and is currently attempting to locate her for evac. Finally, the elusive Snake Fist 

3. radioed with new intel. According to his report, Genevieve Aristide is at his present location with 
7^. Armacham security forces in pursuit. This could be our chance to snare Aristide, so double-time it 
to the ATC facility before Snake Fist is caught up in the ATC security sweep. 


ACQUISITION LIST 


F.E.A.R. intelligence reports estimate the following items need to 
be acquired from the field during this mission: 


Intel Items: 2 Reflex Injectors: 1 


Please use these advance team reports to acquire these 
items. Collecting these items will significantly improve your 
understanding of the situation in Auburn as well as 

. improve your performance in the field. 


EPA MANUAL #1 (INTEL 1): 


~ 
INVESTIGATE THE CUBICLE IN THE 
BREAK ROOM. 
EPA MANUAL #2 (INTEL 2): 


GHECK THE OFFICE ON THE 
SECOND FLOOR OF THE GARAGE. 


REFLEX INJECTOR: 


wk ) 
—é 
t 


2S ILLU 


REPORTED TO BE ON THE SAME 
DESK AS INTEL 2. 


/ 
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The first objective of the mission is to reach the rally point at 4th and Townsend. However, Lt. Stokes is 
severely outgunned as she pushes up the street. For her to reach the rally point, you must clear out Replica 
snipers from the buildings flanking the street. An ATC APC parked along the street must be disabled, too. — . 
As soon as Lt. Stokes is clear, continue advancing toward the rally point, making use of any available means 

to neutralize Replica threats—emphasis on any available means. Sgt. Griffin should be near the rally point, 

so rendezvous with him and then regroup with the rest of the team at Morales's APC, the rally point. 


ESCAPE BURNING f CAUTION 


BUILDING | Despite the crackle of flames and the sound-dampening 
The office building is not only on fire, but also it's. effect of cubicle walls, firing a single shot is enough to ' 
infested with Replica troopers with only one objective: draw attention from nearby Replicas. 
destroy any perceived threat. Right now, that means. : ee 
you. You must move through the smoke-filled building, ^ : Sali 
using cover when available, and eliminate the Replicas | à 
so you can catch up with Lt. Stokes outside. As. 
always, take maximum advantage of your reflex 
technique to get the drop on all targets. 


mui dui sara IE 4 Due to 


REFLEXES AND TARGET THE RE LICAS HEAD. AIM 
FOR THE LIGHTS TO FINISH IT OFF WITH A FEW POPS 


eii as well in conjunction: with reflexes. | 


Drop toa ; JEE ETEA 


crouch and cubicle walls 

slowly. enter as cover 

the room. and watch - : 
Look through the ans. between did exposed beams for the: next cud 
the holes S o 


punched in give bus its position before: ibi body comes | into f 


the walls to view. Raise your sight and drill the Replica before it 


your right. can even raise its weapon, : 
Chances are strong you will see the dos. on the at 


Replica armor pierce the smoke before the trooper's 
outline reveals itself, Raise your aim and pick off your 
target. 


Packet those Shock grenades ‘whenever’ you have a 
chance. They are essential for freezing tight groups of | 
x "Replica or temporarily shont-circuiting a power armor. 
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= m PINNED DOWN 
` No sniper rifle to pick off the Replica shooters that 
_are determined to ventilate Stokes from the rooftops? 
No worries. There is an opportunity to pick up a 

rifle before you have to scan the crumbling 


INTEL 1 
The first piece 
of intel in this E 
mission is on = 2 Et 

nii , > / stairs. Kill 
near Í the top of the stairs, as 


cabinet inside 7 
what was Luca rifle i is on 


once a break 
room—now it's 
just a broken 
room. The intel is the first of two manuals for the 
Elite Power Armor. It details exactly how EPA pilots 
can survive a high-altitude drop by deploying the unit’s 
protective interference field just before impact. As one "i you hep the racket launcher from the previous 
last bit of helpful advice, the manual recommends that AJ mission? Go ahead and drop it here for the time heing. 
the pilot refrain from eating for several hours before But stay close to it, because having the launcher at 


_ a drop. It’s hard to use the control panel when it's your disposal makes an upcoming objective much, much 
— covered with a film of vomit. Especially if the cafeteria easier. 


served peas and carrots on drop day. 


THERE IS A SNIPER JUST OUTSIDE THE DOOR AT 
THE TOP OF THE STAIRS. IF YOU SPOT THE LASER 
SIGHTING, PUMP YOUR REFLEXES TO BRING THE 
ACTION TO A CRAWL. NOW YOU CAN POP THE SNIPER 
BEFORE IT ZEROES IN ON YOU. 


‘is outside the building, just down the 
lately, there's a fence dividing the two 
an make it to the rally point from her 

-street ahead is panged be ‘several 


The sniper rifle doesn’t hold much ammo, so be sure to 
scavenge extra rounds from the shooters: you kill. 


ie 
AT Us 
" M. 
[m j $ R ' 
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Stokes 
cannot 
move until 
you start 
clearing the 
street. As |] 
soon as you 
step out 
onto your - - 
own sniper perch, m" behind one of the air digi 
tioning units and look across the street. A sniper is 
sweeping the scene with a red laser. If your reflexes 
aren't spent, pop them so you have the advantage. 
Look through the scope and target the Replica sniper. 
A bullet to the head or torso is your kill shot. Anything 
else just gives away your position. ; 


DROP TO A CROUCH AND RAISE YOUR SNIPER RIFLE. 
USE REFLEXES TO SLOW THE ACTION AS YOU TARGET 
THE HEAD OR TORSO. 


Additional 
Snipers are 
1 across the 
^ parking lot 
| to the north. 
^^! The arrow 

on the pink 
2». neon sign 
E AAT serendipi- 
tously doubles as an enemy marker. Follow the arrow 
to the right to spot the next shooter if its red laser 
doesn't reveal the Replica first. There are at least two 
shooters over there, one on each above-ground floor. 


Neither (in 
of these 
snipers gives 
you the gift 
of a clean 
shot. Both 
seek cover, 
such as 
diving behind ` = 
a concrete pillar or overturning a table. Eid R 
the red lights on their helmets gives away the exact 
locations of their heads. Roll those crosshairs over 
the red light and pull the trigger to drop the threat. 


After the second sniper is down, Stokes comes 
over the radio. Trouble is en route to your position. 
Keep the sniper rifle up and try to pick off the Replica 
troopers (these are not snipers) rushing across the 
third floor. If you have reflexes to dip into, you can 
nail one of them as they run. Otherwise, switch to. 
mid-range weapon like the SMG or assault rifle and 
look behind you. 


There is armor on one of the air. conditioning units. 
Pick it up before you get face-time: with the incoming 
Replicas. 
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Have any proximity mines in your inventory? You can 
stop these Replica troopers in their tracks by tossing a 
mine in the hack alcove. The Replicas storm through the 
door. If they run headfirst into your mine, you'll paint the 
walls, 


Intercept 
the Replicas 
as they 
try to take 
your perch. 
Reload so 
you have 
a full clip, 
duck down, 


through your scope weapon, A 
to the head (always Nol 
drops each Replica. Now, y 


Lose any health? There is a booster on the crates next to 
a handful of incendiary grenades. 


,) While you 
+ juggled those 
' incoming 
Replica 
troopers, an 


Since the snipers weren't stopping you's nd Stokes, ii] 
the Replica soldiers are now guarding the street; with 
a turret, Stokes cannot come out of cover until that 
turret is down or else she'll be shredded. The APC is 
arked beneath the neon sign and is lighting up the 
With tracers. Stokes is safe for now, but you'd 


The best 
way to 

| eliminate the 
| APC turret 
| is with a 
| rocket. If 
-| you have 
=e | the rocket 
zu niSpa i —— Y launcher 
from the previous mission, you're ready to go. If not, 
there is a launcher nearby, Follow.the path. of the 


- 


hi d 
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Replica troopers that stormed your perch. A rocket 
launcher waits on the crate at the end of the corridor. 
Swap out any of your weapons for the launcher and 
then hoist it up to your shoulder so you can peer 
through the sight. 


T AIM DIRECTLY FOR THE TURRET. ALL IT TAKES IS ONE 


DIRECT HIT TO SMASH IT. 


^ wg 


Shattering 
the APC 
turret 
causes the 
Replicas 

| inside the 
\ i / | vehicle to 
ee eet ^v^ e. f" | abandon 
r ship. Now 

you'have more on-foot shooters to deal with, as 
well as additional snipers across the street. If you 
dropped your sniper rifle to pick up the rocket 
launcher, you'd better make the switch. (Unless, of 
course, you want to use any remaining rockets on 
the snipers. But that's like trying to cut a steak with 
a spoon.) Pick off the snipers across the street in 
the burning building. 


eti cs 
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Stokes is CLEANING Duty 
now safe and 


| on her way 
to the rally 
point. You'd 
better catch 
; | up. Return 
9*- s, / | tothe 
zu end of the 
corridor where you found the rocket launcher and 
duck through an open door on the back wall. Follow 
the 2 to the second floor. and push open | the door. 


If you are low on armor, dash through the door and make 
a hard left. Armor, a sniper rifle, and some frags are on 
the crates. Grab it all quickly and then turn around to 
deal with incoming Replicas. 


Drop 


the first 

Replica from 

your cover S " 
osition | WATCH OUT FOR THE REPLICA TROOPER ON p: 

P M Fi LOADING DOCKS. HE KICKS THROUGH THE D N, 

Move up / | THE OTHER SIDE OF THE EXPOSED REBAR. FLA N 

through the iy THE REPLICA BEFORE WALKING OUT TO THE: 

debris until | : : 

you reach ico. qae cree i V 


the potted plant. More Replicas burst onto the scene. 
Hit the reflex button to spread molasses on this 

fight. Drop any Replicas that come into view beyond 
the plant. After the dust settles, rise and check the 
bodies for weapons and health boosters. After you 
have what you need, step over the downed enemies 5 "T 
and use the nearby stairs to reach the ground floom _ Ne eke 


—_ 
ony 
r 
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SS THE PARKING LOT, USING DEBRIS 
AINST THE REPLICA TROOPERS STILL 


EN 


CHECK NEXT TO THE BURNING GARBAGE BIN FOR A 
MEDKIT, FRAG GRENADES, AND A COMBAT SHOTGUN. 


à Fire and 
| debris block 
| your path up 
| the street, 
| so you must 
| | dive back 
" / | into the 
mos) | buildings 


: : s m and sniff 
out T route to the rally point. The door the 

Replica kięked_open is a good.place to start, but make 

sure you're locked and loaded because as you near 
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it, additional Replica troopers burst through it. Mow 
them down as they come through the door and then 
salvage what you can from their corpses. 


Thanks to a blocked passage, the only way open is 
down. Step over the twisted fencing and open the red 
door at the bottom of the stairs. Before you move on, 
pick up the health booster under the steps to the left 
of the flames. Watch your step so that you don't take 


er the air. He’s got a bead on the woman in distress 
ji | You better hurry to the rally point 
and join the team. Not that Morales would leave 
without you ... would he? 


ME!SORT/OF COCKPIT. WHAT IS THAT THING? AND 
THOW8MANY TICKETS DOES IT COST TO RIDE? 


POWERING UP 


Finders keepers. That Replica shouldn’t have 
abandoned the Elite Power Armor if it didn’t mean for 
you to hijack the machine. This leg of the mission lets 
you take the controls of one of ATC’s finest weapons 
of mass destruction. It’s a thrill ride, to be sure. 
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PLAYTIME 


damage gauge. When the blue lines that flank the 
outline empty, the EPA is taking severe. hits. Finally, 
the missile icons to each side of the main window note 
when you have missiles ready to fire. As soon as the 
EPA is ready to rock, you'd better roll. 


TE 4 


^ The 
parking lot 
surrounding 
| the EPA is 
crawling 
| with Replica. — 
j Once inthe 
| cockpit, a 


grind them up like chuck. But Ii you have to get. 
to the cockpit. The pilot. will try to backtrack to the - 
EPA—prioritize that target. Hit the reflexes and drop 
the Replica with whatever you have. The ‘Sniper et is 


eyes will also get the job done. rougi pe Lai 
the EPA pilot while using the concrete a 


AS YOU APPROACH THE ARMOR, REPLICA TROOPERS 
STREAM OUT OF THE BUILDING ACROSS THE LOT. USE 
SPRINT TO DUCK INTO THE COCKPIT. 


| 
| 
"As soon | A 


| as you climb US y 
| into the — : , 
, | cockpit, the the EPA, but their rifles are popguns compared to 
| EPA closes your firepower- Sweep the scéne with the chaiff guns, 


f | around you. ~ taking out targets in the buildings as well-a$ those ` 
NI | The Replica that make suicide runs across the asphalt. 
S outside the =i. t m” 
armor are 
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It's fun to shatter the scenery with your chain guns, but 
watch their temp gauges. If you overheat the guns, you 
must wait until they cool down to unload again. 


, Many of 
the Replica 


, Wear armor 


imaging is the solution to orco No Press up on 
the d-pad to switch to thi y. Nov spying 
with a heat signature stan no 
matter. (Unfortunately, fire s 
trooper steps behind fire, 
invisible.) The orange boxe 
in thermal view, too, whit 
bodies from the dead ones 
yet. 


DO NOT IGNORE IN 
BULLETS ORJA SINGL 
DENT IN THE EPA; B 

TRAIN, THEIR SIGHTS. ‘ON Y 


WATCH THE WINDOWS ON THE GROUND FLOOR AS 
“@_WELL AS THE SECOND FLOOR. REPLICAS FLANK THE 


EPA FROM THE SHADOWS. USE THE ORANGE BOXES 
GR THERMAL VIEW TO SPOT THEM. 


ii CR 


* large enough 
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Use the zoom to peek into buildings once occupied hy 
Replicas. They leave behind guns, ammo, and supplies. 
Exit the EPA and grab anything that looks good, but hurry 
hack to the armor before anybody gets any smart ideas. 


The street 
ends, but 
there are 
holes in the 
buildings 


to accom- 
modate the 
EPA. Tramp m ram 

through the holes to access the next stretch of "TT 
which is littered with debris from a splintered highway 
overpass. : 


VISIT THE GARAGE 


M a 
When you 
| step toward 
the hole 
| leading 
| out to the 
| street, 
| target the 
immediately 

? —^ visible 

Replica soldiers. There are patrols on the ground 
as well as a scout on the highway above. The first 
shots get everybody's attention. Use the zoom to 
pinpoint the Replica troopers as they step out from 
behind wrecked cars and twisted chunks of concrete. 
Thermal is useful for spotting hot targets in the 
distance. 


e 


% 
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WHEN YOU NEAR THE OVERPASS WRECK, A GREEN 
LASER APPEARS. THAT’S THE TARGETING LASER FOR 
A ROCKET LAUNCHER. THOSE CAUSE REAL DAMAGE 

TO YOUR EPA, so PRIORITIZE ANYTHING WITH A 
GREEN LASER. 


J| NN 

So 

The street 

| ends due to 

| a building 
shedding its 

| ‘top floors 

Ls | | right i in the 


E — m. 
| men a Ny | mite o 


Y | traffic. Turn 
road to the left. This leads to a garage. There are 
Replicas in the garage, so mow them down with the 
chain guns as you step inside. 1 


_ provides a 
‘wonderful 


down a small... 


THERE IS NO AVAILABLE EXIT- BUT THE GARAGE 15 


NOT A DEAD-END. AS SOON AS THE COAST IS CLEAR, 


HOP OUT DF THE EPA. 


INTEL 2 
The desk 


bounty. In 
addition to 
the reflex = af 


injector, you X 


find the second 

EPA manual. 

The manual details the EPA's fail-safe self-repair 
mechanism. The EPA repairs itself if the unit has taken 
only minor damage. In the event the EPA suffers severe ' 
damage, it ejects the pilot and goes into eget while 
it repairs itself. 


: na íl 
a (M mee ,,// 


ew x X, 
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to 


or will either jump on top of the 
| Or step out from behind the 


M 
NW) | 
NI | sky. That's 
——^ no meteor. 
jers have deployed a power armor in 
| fire with fire. Thankfully, your fire 

| brighter, as your EPA outguns this 


Just peppering the power armor with your chain guns 
from a distance does little damage. The armor's shielding 


1 face it this time, you have 
repels the attack. You need to use something stronger. 


iles instead of a shotgun and 


twin chain guns and 
shock grenades. 


UNLOAD THE MISSILE PODS INTO THE POWER ARMOR. 
ICK OFF THE REPLICA TROOPERS AS YOU ROUND THE SHIELDING IS USELESS AGAINST THE INCOMING 
pe suits THE CORNER, | VOLLEY. A DIRECT HIT SMASHES THE POWER ARMOR. 
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ADVANCE UP THE STREET TOWARD THE PARKING MOSE THER AL IMAGING TO SEE INSIDE THE SHADOW- 


GARAGE, SHOOTING ANY AND ALL REPLICA 4 DRENCHED FATS) GARAGE AND ID THE REPLICA 
TROOPERS. S HT. E 2 


Stepping 
beyond the 
bus opens up 
atwo-front | 
battle. There | 
are Replica. 


troopers Sy. = WS S $i \ en ^ 
insidethe — ? Jb | D i 
parking ^ m AS : Sr q| | 1 
garage on your left—and some of them are armed 7 x 

with rocket launchers. Green lasers are the only 
warning before a smoke trail crosses your bi 
few direct hits can really test the EPA's 
self-repair mechanism. But singling out a 
with oversized pea shooters shouldn't be 
inside the EPA, right? Not when a "eee 


EPA from 
^ the rocket 


launchers. You TN want to deal Nu one enemy at a THERE IS A CONCENTRATION OF REPLICA SOLDIERS 
time. Empty your missile pods into the power armor INSIDE THE GARAGE. BEFORE STEPPING INSIDE, SAW 

3 i 2 THE GROUND FLOOR IN HALF WITH YOUR CHAI 
and lay on the guns until there's nothing left but scrap AND CLEAR OUT ANYTHING THAT MOVES 


metal and a warranty card on the ground. 


If you lose the EPA in the crossfire between the power 
armor and rocket launchers, you can still complete the 
mission. It’s just considerably harder. 


just tall 
enough for. 
the EPA. 

| You must 


m 
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to catch up to Stokes and Griffin at the rally point, so 
climb the ramp in the back. Replicas pop out as you 


round the corner to reach the second floor. Bury them 


under a chain gun volley. 


THERE ARE ROCKET LAUNGHER-TOTING REPLICAS 
NEAR THE TOP OF THE RAMP. STAY OFF THE THERMAL 
VIEW IF YOU WANT TO PRIORITIZE THEM VIA THEIR 

LASER SIGHTINGS. — : 


"he. 
Fs of. 
| the garage 
| explodes 
| as another 
| power armor 
| makes 
| landfall. 
^ When the 


| armor rises. to its full height, Tem m missiles 


right to the core of the machine. As the power armor 
reels from your missile attack, keep on the chain guns 
and turn its chassis into a brick of Swiss. Don't let up 
until electrical sparks trail flying armor parts. 


Sadly, 
this is the 
end of the.::: 
line for. your 
EPA. The 
armor is just. || 
too large : 
to squeeze 


through 
_ the normal-size deer on the back wall of the garage. 


Abandon the EPA and sweep up any dropped health 
boosters and guns from eliminated Replica soldiers. 
Then, step through the door and run down the 
stairs. 


-. can help you get quer this latest round of dizziness. 
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G^ MISSION 7.. MISSIONS MISSION 9 Mission 1G ‘Mission 11 MISSION 12 MISSION 13 “Missi 


BAD TRIP 


j| 


stepping inside 
shake these spells. Follow the 
ley as you work through the 
padlock off of the gate and 


. are getting close | Stokes and Griffin. Maybe iw 


‘Stumbling / Hi E-—— 
closer to i 
Griffin, you : 
reel from a # 
horror. Dark | ^ € | 
tentacles a | 
reach out of | A. 
the walls and | —_ muy, | 
thrash about — —— a dd 
beneath a brilliant. mo m Griffin tries to fight off 
the tentacles, but he looks outmatched by whatever 
supernatural forces are at work here 


Suddenly, 
bo vision 
| is over. i The 
| tentacles are 
| gone. The 
| sky is back 
to being 
*"- e, / | billowing 
N on * gray. Griffin 
is on the mes above you, so dart through the steel 
door in the alley and follow the path up to meet him. 
As you climb over the debris, Stokes rushes ahead 
of you. Something's going on up there with Griffin. 
Double-time it to keep up with Stokes. 


UN 

"ai — e ft; 
¥ d 21 X 
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WHAT IS THE SWIRLING SHADOW AT THE END OF THE 
HALL IN FRONT OF GRIFFIN? 


THAT HORROR VIOLENTLY PUSHES ITS WAY INTO OUR 
WORLD. AND AT THE CENTER OF THE STORM IS A 
YOUNG WOMAN. IT’S ALMA. AND SHE LOOKS ... MAD. 


va 


You and Stokes are knocked back by the force of 
the storm surrounding Alma. Griffin manages to stand 
his ground. Or was he just not meant to be brushed 
aside like a toy soldier? The tentacles reappear and 
seize Griffin. He’s pulled through a portal that opens 
in midair. Screaming, he vanishes. 


ALMA CASTS A BALEFUL LOOK OVER HER SHOULDER 
AS SHE FOLLOWS HER QUARRY INTO THE PORTAL. 


Alma, the 
tentacles, 
and the 
portal 
disappear, 
leaving 
behind no 
trace of 
Griffin. He’s 
gone. Stokes cannot believe what she’s seen. She 
cannot believe Griffin was inhaled by. whatever forces 
are at work in the aftermath of the Auburn explosion. 
But there's no time to malfunction. The team is 
waiting at the rally point and who knows if Alma will 
be back at any moment. j 


A 


Open the steel door overlooking the street. There 
are ashen figures in the street, frozen in the last 
second of their lives on the pavement below. Hoof 
it down the stairs and run for the APC at the inter- 
section of 4th and Townsend. Stokes breaks the 
bad news as you load up into the vehicle and chart a 
course for Wade Elementary School. You have to keep | 
Vanek away from Snake Fist and Aristide. You-can ~ 
mourn for Griffin later. 
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15. MISSION 6 


selon 3 MISSION 4 — Mi 


MISSION: ELEMENTARY 


~ you were powerless to stop her. There can be no doubt at this point that there are forces at 

- work in this situation far beyond human control. This young woman, Alma, is the center of it. The 

| remaining members of the team are now en route to Wade Elementary School to prevent Col. 

L ME Vanek from reaching Genevieve Aristide and Snake Fist before you can get there. Lt. Morales will 
drop Lt. Keegan off near the school. You and Lt. Stokes will complete the journey to the school and 

try to intercept Vanek and the ATC security forces. 


ACQUISITION LIST 
F.E.A.R. intelligence reports estimate the following items need to be acquired from the field during this 
mission: 

Intel Items: 4 Reflex Injectors: 1 


Please use these advance team reports to acquire these items. Collecting these items will significantly 
improve your understanding of the situation in Auburn as well as improve your performance in the field. 


LETTER (INTEL 1): ATTENDANCE REPORT (INTEL 2): 


COMB CLASSROOMS FOR INTEL, INCLUDING IN THE HASTE TO VACATE THE SCHOOL, INTEL 
THE ONE CLOSEST TO THE ENTRY POINT. ITEMS WERE LEFT HAPHAZARDLY AROUND 
GLASSROOMS. 
STATUS REPORT (INTEL 3): SCHOOL MEMO (INTEL 4): REFLEX INJECTOR: 


f 


/ j 
#5 gs / 1@ 4m 9, / 


CE s 4 Ame 


CHECK NEAR THE STAIRS LEADING THE MESS ON THE SECOND FLOOR STUDENTS SUBJECTED TO WORD 


UP TO THE SECOND FLOOR OF THE OF THE SCHOOL MAY OBSCURE RECOGNITION EXERCISES MAY 
SCHOOL. IMPORTANT INTELLIGENCE. HAVE NEEDED REFLEX INJECTIONS 
AS PART OF THEIR TESTING 
REGIMEN. 
w 
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Wade Elementary School is a key location in your mission to find Genevieve Aristide and contain Alma. 

The school is a cover for ATC's project Paragon, a psychic testing program designed to chart psychic 
development in early ages through rigorous studies and, in some cases, the administration of chemical 
compounds believed to spark the growth of latent psychic powers. ATC security forces have already been to 
this site in an effort to destroy evidence linking ATC to project Paragon, but were overwhelmed by an outside 
group, possibly Replica soldiers. Be on the lookout for anything that looks suspicious (well, extra suspicious) 
while investigating the school grounds and stay frosty in case Replica soldiers are still in the area. 


MOURNING BELL 


NG 


When the mission begins, you and Lt. Stokes try 
to explain to Keegan and Morales exactly what 
happened to Griffin. It is beyond words. He was 
just taken by whatever malevolent forces Alma 
controls. There was no way to fight back against 
Alma's seething hate, which manifested in the 
attack as flailing black tentacles. Somehow, Alma 
is *&onnected" to the team. And she seems to have 
a very keen interest in you. She could have killed 
both you and Stokes when she destroyed: Gr 
but you were spared. Perhaps an explatiatia E 
somewhere in your future. But more immediately, 
you must follow through on intelligence from Snake 
Fist and infiltrate Wade Elementary School. The 

site is anything but the innocent school it looks like 
at first blush. It has a secret lurking somewhere 
below. And that secret is about to gnaw its way to 
the surface. Morales drops off Keegan outside the 
school perimeter. You and Stokes will be dropped off 
just outside the school's front doors. 


Whatever 
Aristide did 
to you with 
that TAC, 
it lingers. 
While j 
dropping N / 
off Keegan, ae AL 
you suffer 
a debilitating headache. Your vision blurs. adag 
Stokes and Morales are gone, replaced by skeletons 
swimming in pools of blood and tissue. Alma hovers in 
the center of the APC, proud of her handiwork. She 
looks at you with her dead eyes. Why does she not slay 
you? Why are you different from Griffin or Stokes? 


= y Within 

=. | a blink of 
4 t ~ | an eye, the 
aa E headache 
"s — | disappears, 
: : 1 | Alma is 
gone. Stokes 
and Morales 
are alive 

: ion. Morales 

pulls up in front of the School and lets you out. Follow 
Stokes outside the APC and start looking for a way 
inside the school. 
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| I AFTER POCKETING THE INTEL, LIET THE OVERTURNED 
f BOOKCASE HROM IN FRONT OF THE DOOR AND ENTER 


| corridor 
| reveals signs 
| of not only 
| damage from 
| the Vault 
explosion, 
: 7 C "| | but also 
out or coming in. With dil ERR RR. ju nt à ES 3 —^ a serious 
to seek out an alternative entrance. Check out the Sd d There are several pools of blood on the floor 
grates on the ground to the right of the doors. The (plus one on the ceiling). Stepping into the hallway 
grates protect the windows on the basement level of — triggers a short mental disturbance. It looks as if 
the school. Shoot the padlock off the grates. Lift the ^ something may be at the end of the corridor, but 
grates up so Stokes can drop down. Follow her. Slip perhaps it's just the fluttering after-effects of Alma's 
through the broken window and into an abandoned horror show in the APC. Still, best to walk to the end 
classroom. — of the corridor and investigate. 


INTEL 1 As you 
The first piece walk down 
of intel inside the hall, look 


the school 
is under the 
desk in the 
classroom. 4 
' Inside the b i 
ATC folder * wu | 
is a letter 1 
from the school's executive administrator of : 
attendance and records, Janice A. Potts. The letter 


inside it, Cpenidg the door actually causes the Spector 
to flee from you instead of attack. Step inside the 

is addressed to the parents of a student at Wade room and have a look around. A looping video plays 
| named Max Preston. According to the letter, Max on the television, educating students on the need to 
has become troublesome, to say the least. Not only visit the nurse's office regularly—especially whenever 
' is the student regularly missing classes, but he is told to by a teacher. There is a body inside the room, 
disrupting activities when he is in attendance. One of too. It's an ATC security soldier. He was worked over 
his obsessions is apparently skirts. Potts requests a pretty good before whatever killed him finished the 
meeting with Max's parents. deed. 


ABIV.LNG AT 
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TROPHIES INTEL Z 


<>) Back in the The next 
| | hall, continue piece of intel 
| moving to is inside the 
| | the end classroom. It 
| | where the is located on a 
E | | disturbance pushcart next 
a you spotted to the globe, 
| iva THEE easels, and 
JE is a Cisne the savagely 
g beaten body of the ATC security soldier. The intel is an 

holei in the ceiling—and the ceiling above that. Despite attendance report for the week prior to the Vault blast. 
the blast being miles away, the school was hardly There is a list of student names with varying degrees 


immune to the effects of the shock wave. Take a right of attendance. Some are teacher's pets, in class 

at the end of the hall and follow the path through the every day. Others have spottier attendance records. 

open set of red doors. Stokes follows you as you move At the bottom of the list, there is a notice that any 

up the next flight of stairs. student that missed two days or more that week must 
report to the nurses office to take their “replacement 

we a _ supplements." What are they giving these kids? 


| 
| 
E 
i 
1 
ji 
I 


STOKES SPOTS AN ATG SECURITY TROOPER) D 

CRUMPLED IN A NEARBY TROPHY CASE: LAND. 
SOMEBODY AROUND HERE HAS A NEW TROI iY OF 
THEIR OWN, TOD. 


Stokes stands 
to follow her. Don’ 


Na "x 


-— 
| 


z D 

W ng DS Se Check the classroom on the left, just before the double 
4 SS j doors. Another dead ATC soldier is inside. Check his hody - 
(Suse EE I INRERES Sy for incendiary grenades. 


THERE IS A HOLE IN THE FLOOR TO THE LEFT OF THE 

TROPHY CASE. PRESS ON TO THE RIGHT, DOWN THE 

DARK CORRIDOR. INVESTIGATE THE FIRST CLASSROOM 
ON THE LEFT. 
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INTEL 3 


The scattering cun 
of dead ATC 
security 
soldiers frames 
an intel report 
on the ground 
next to the 
stairs. It is a 
status report 
that details ongoing ATC security operations. The 
report lists the detainment or elimination of Aristide 
as "incomplete," along with the neutralization of 
Harbinger candidates. The report lists exactly why ATC 
security was at Wade Elementary. The soldiers were 
sent to purge all records at the school, including the 
blood samples. There is a chilling order to eliminate all 
staff and students at the school, but apparently the 
Vault blast took care of that portion of their grisly 
assignment. 


TE 


“eso 


BEFORE RETURNING TO STOKES, PICK UP THE 
INCENDIARY GRENADES ON THE GROUND NEXT TO 


Stokes ' 
along the 
beam that -| 
stretches | 

‘across the | 
corridor | \ 

beyond the 1 


E V d o A 
Gum has NE fallen away. If you trip and 
down to the bottom floor, just retrace your steps 
back to the stairs. Stokes follows you as you press 
through another classroom. Guns and grenades lie on 
the floor below the chalkboard. (Check the chalkboard 
itself for a disturbing punishment.) 


MISSION 5" MISSION 6 MISSION Z MISSION B C MISSION 9 —. MISSION 10 MISSION 11. Mission 12 
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MISSION 13 “MISSION 14 


Step 

| through the 

| classroom 

| and open 

G | the red door. 
d | The corridor 
/ | is still largely 

without a 

ELT — 7 floor, but 
row strip den the xi When you pop 


m 
r 
m 
E« 
m 
Z 
zn 
> 
zu 
et 


chase it 


down any farther since the floor of the hallway is 
interrupted by a large hole. Stokes drops through the 
hole to explore the bottom story of the school. Dive 
after her. 


If you have not yet collected the three previously 
available pieces of intel, don't drop through the hole. Go 
back and pick up anything you missed. Once you jump 


ES 


* When you 
* catch up 
| to Stokes 
| downstairs, 
| she 
| recommends 
| you split 
| up. You 

^ / can cover 

more ground that way and you really won't be that 
far apart. Stokes moves on through the dark corridor 
ahead. You need to check out the nearby classrooms. 
There is a broken television hanging from the ceiling 
next to the first classroom you should check out. 
Judging from the brightly colored mural and handprint 
turkey drawings, this is where the” ‘youngest Wade 
students went to class. È ae 


y PRIMAGAMES.COM 


FEAR. 


PROJECT ORIGIN 
PRIMA OFFICIAL GAME GUIDE 


eee) When 
s you open 
the door to 
the colorful 
classroom, 
another 
headache 
strikes. 

— x 2 Unlike the 
headache you experienced in the APC, which resulted 
in a vision of horror, this headache is the gateway to 
a decidedly more pleasant sight. You step through the 
red door and onto a grassy hill. A dead tree stands 
on top of a hill like a sentinel. From one of its few 
branches hangs a child's swing. It's empty and sways 
gently in the breeze. 


You should be so lucky to have an entirely pleasing 
vision like this. Taking a few more steps closer to the 
tree, the sky is set on fire. Specters blink in and out 
around the hill. This doesn't seem like a hallucination. 
It feels like you are stepping into the fragment of 
somebody else's memory. And their memories are 
stained with dread, fear, anger, and pain. 


MIDDLE OF AN EMPTY CLASSROOM. LEAVE THROUGH 
THE RED DOOR ON THE OPPOSITE SIDE. OF THE ROOM. 


NES 


THE CORRIDOR DEAD-ENDS JUST AFTER A CLOSED 
DOOR. YOU HAVE NO CHOICE BUT TO PUSH THROUGH 
THAT DOOR, DESPITE THE PERSISTENT FEELING THAT 

CLOSED DOORS ARE CLOSED FOR A REASON «ew 


E er c" 


“ee 


THE DOOR OPENS INTO THE SGHOOL’S MUSIC 
CENTER. STEP AROUND THE MUSIC STANDS AND 
SCATTERED INSTRUMENTS. AS YOU WALK THROUGH 
THE MUSIC ROOMS, YOU HEAR THE FAINT SOUND OF A 
PIANO, IS SOMEBODY STILL ALIVE DOWN HERE? 


REMNANT 


The music 
teacher 

| is still 

| alive—but 

| only through 
| the vile 

| graces 

| of Alma. 

^ The music 


teacher is now a Remnant, ju 
trying to hail a taxi back in thi 
long as you do not. approach the Remnant or apon fire 
on it, it simply remains stuck in the last few seconds 
of its natural life, plinking away on the piano for the 
delight of Sagar children. kt would be a peaceful scene 


moment you try, 
freak-out. 


The 
Remnant 
immediately 
raises a 
nearby ATC 
guard’s 
corpse. 

The puppet 
rises at e : 
the command of its new master. The red cords life 
the corpse's gun into the air. While the reanimated 
ATC guard tries to take aim, fill it with bullets. Cut 
it down before it can even get a single shot off. The 
Remnant will flee into the next, roam. Don't follow it 
just yet. Instead, stand your ground with your scope 
raised. Reload your gun. Keep.your powder dry with 
the reflexes, too. You want a-full meter when the 


;Bemnant eventually comes squgaling back into the 


piano room. a 


~~ 


A a TEA 
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USE REFLEXES AS SOON AS THE REMNANT 
REAPPEARS. WHEN THE SCENE SLOWS, AIM RIGHT 
FOR THE REMNANT’S MISSHAPEN HEAD. DON’T LET 
UP FOR ANY REASON, 


M 1 LÀ Jus @ 5 


X 2 Saas 


THE REMNANT COLLAPSES INWARD, GATHERING ITS 
ENERGY FOR THE PSYCHIC SCREAM ATTACK. KEEP 
STANDING YOUR GROUND AND RELOAD. 


As the 
Remnant 
releases the 
ear-splitting 
scream, you 
reload. The 
Remnant 
stands 
still while 


unleashing the mum ‘so as the effects: of the scree 
fade, you know exactly where it is. As you regain | 
clarity, pull the trigger and unload another clip into 
the monster. 


u give pursuit to the Remnant or you miss as it 

35 back into the piano room, you will encounter 
several more ATC security guards. They are spread 
around the storage area and an administrative room. As 
the Remnant runs by the fallen guards, they are jerked 
back to life with one mission: to kill you. 
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There are supplies in this area. Look on the blue shelues 
behind the piano for a MedKit. The corpses of the ATC 
guards are rarely far from their weapons. And there is 
armor in the storage room with the colorful boxes. 


[WHEN YOU ARE READY TO MOVE ON, LIFT THE LARGE 
"BLACK BOX FROM IN FRONT OF THE DOOR LEADING TO 


A SMALE ALCOVE WITH RED SHELVES. 


FOLLOW THE PATH THROUGH A FEW SMALL MUSIC 
STORAGE AREAS UNTIL YOU REACH ANOTHER RED 
DOOR. PASSITHROLIGH IT TO CONTINUE EXPLORING 
THE SCHOOL, 


GETTING BUMPED IN THE NIGHT 


"^ The door 

| leads to a 

| long, dark 

| hallway. This 

| cannot be 

| good. After 
/ | just a few 

| steps, a 
—^ chair slides 
across the ground with nobody around to push it. 
Lights flicker. A few more steps and the hall is rocked 
by a shock wave that blasts out the few lights that 
remain. Chairs and papers are scattered in its wake 
as it rushes toward you. The shock Wave washes over 
youWithout. doing any damage, but jt sure'sérves asa 
warhing sign that something is seriously wrong down 
her& Keep walking down the hallway, looking for the 
Study moons wa 
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Y. The Study 
| Room is on 
| the right. 
| side of the 
hall. The 
door is 
/^ blown open. 
The inside 
of the room 
looks like a tornado ripped through it. Desks are 
overturned. Papers are everywhere. A slide projector 
rolls through a loop of pictures, splashing them on the 
wall as a soundtrack drones in the background. The 
voice on the sound track is out of sync with the slides 
(or is it?). 


Push the 
cart with 
the slide 
projector 
to the side. © 
Thereis 
a Reflex. 
Injector 
under the 
cart. Pick it up to enhance. your reflex 
r that will be useful in the ot 


THE BASEMENT IS HOME TO SPECTERS. THESE 
GHOSTS DO NOT FLOAT AWAY WHEN YOU APPROACH. 
INSTEAD, THEY ZOOM TOWARD YOU, BUMPING YOU 
AROUND AND DOING MINOR DAMAGE. 


Your flashlight doesn’t seem to work down here. You 
have to feel your way through the hall, relying on 
sporadic flickering lights to see your way. 


Surely by now you know you're not alon n here. Can 


you guess who is keeping you company in the shadows? 


FOLLOW THE TRAIL OF THE SPECTERS INTO. THE 


i $ COMPUTER LAB. THE COMPUTERS STILL WHIR AS 


MONITORS DISPLAY ARMACHAM SCREENSAVERS. 


WHO, YOUR FLASHLIGHT WORKS AGA STRE IT ON 
TO CHECK OUT THE CARNAGE IN THE computer "X 
LAB BEFORE JUMPING THROUGH ONE DF THE THREE 
BROKEN WINDOWS ON THE-ROOM’S°FAR SIDES STEP 
THROUGH: THE RED!DDORS. JUST BEYOND THE 
WINDOWS. 


PICKING UP THE PIECES 


| When 
you walk 
through the 
red doors, 

| you see a 
swirling 

| cloud at 
the end of 
the next 

corridor. You saw a cloud like that when Alma took 


Griffin. She's now come for you. From the disturbance — 


steps Alma. She casts aside chairs and desks as she 
approaches you. She moves slowly at first. There is 
no need to hurry. There's nowhere you can run right 
now. She knows exactly where e yal are. She’s inside 
your head. 


After 
taking a 
few steps 
and a show 
of force, 
Alma makes 
her move. 
The young 
woman xs 
lunges at you, clawing at your face with her Sikes 
hands. Her skin is decaying. Her eyes are two black 
pits. Her mouth is smeared with blood. She gets right 
in your face to look into your eyes. Press the melee 
attack button when prompted to try to push Alma 
away. kt is no use, though. She has you. 


Alma lifts you into the air with only a thought. You 

helplessly as she inspects you. There is no 

; in her face. She is not going to kill you. Not 
like she killed Griffin, at least. She's merely studying 

- you, boring into your brain and taking a look around. 


"She must see something she likes in you, otherwise 


"she would have vaporized you by now. Just before she 
releases you, she shows you a side of her nobody has 
ever seen. She is a beautiful horror. She could have 
"Been the world's desire. But they took it all away from 
her. She never had a choice. And now they won't have 
a choice either. 
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* When Alma vanishes, you drop to the ground. The 


duit round the cuter: Finally, grab the MedKit on the 
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There is nothing to be afraid of, but 
“stick around in case she changes 
€ back. Keep moving through the 
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ench next to the red doors that lead outside to the 


The 
L mushroom 
cloud from 
| the Auburn 
explosion 
is losing 
| its shape, 
| but not 
its gloomy 
presence. It still looms over the remains of the city. 
The courtyard: looks empty for a moment. The only 
ireds of burning paper falling to the 
ange serenity does not last long. 
‘found you. They burst into the 
tom the doors on the opposite side of the 
irea. eplica soldiers are many;'but you have 
your’ reflexes. 


SHOOTOUT 


Quee 


Immediately 
,| engage your 
reflexes to 
slow the 
| scene. The 

| Replica 
troopers 
practically 
5 3 crawl 
throu h the doors into the courtyard: At least one 
ps over the railing from the secand.stery of the 
sci While using reflexes, bring up Your scope and 
shatter the Replicas’ helmets with.a nain oftgunfire. 
The first set of Replicas are just that—the first set. 
Reinforcements. are right behind them. 
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Advance 
| into the 
| courtyard so 
| the Replica 
troopers do 
not have a 
chance to 
really fan 

^ out. If you 
can get them in a group, you can €— drop them 
with a frag grenade, or only spend a little of your 
reflex time switching between targets. A group is very 
easy to manage with your reflexes. 


THE REPLICAS TRY TO USE THE PILLARS AROUND THE 
COURTYARD AS COVER. USE GRENADES TO FLUSH 
THEM OUT OF HIDING. 


Set traps around the courtyard with proximity mines. 

If the Replica do manage to spread out, they usually 
approach from the sides in an effort to flank you. Protect 
one flank with a proximity mine. 


AFTER ELIMI- 
NATING 
ALL OF THE 
TROOPERS, 
SCAVENGE 
| WEAPONS AND 
GEAR FROM 
THEIR BODIES. 


Enter 
the school 
through 
the doors 
the Replica 
soldiers 
exploded 
out of. Walk 
through 
the hall to the left. There is a cache of arms in the 
corner of the next room. A Replica is hiding around 
the corner, just waiting for you to investigate. Use 
reflexes to target it as it pokes its head out from 
around the corner. 


If you still have proximity mines, you can set up a 
trap for the Replica. Toss the mine into’the debris 
between you and the trooper. Then, retreat. The 
Replica troopers are aggressive and will treat your 
falling back as a sign of weakness. They will advance. 
This Replica, however, advances right into your 
proximity mine and voids his warranty. 


THE WEAPONS CACHE INCLUDES PROXIMITY MINES, 
SHOGK GRENADES, AND A MISSILE LAUNCHER. THAT 


COMBINATION CAN ONLY MEAN ONE THING: THERE’S 
A POWER ARMOR ON THE WAY. PICK UP'ALL OF THE 
WEAPONS» 


Bed 
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LINE. YOU MUST SHUT OFF THE GAS IF a WANT 

TO EXPLORE THAT WING OF THE SCHOOL. TO SHUT 

OFF THE GAS, YOU NEED. ALD. X Yel xen UD THE 
SGURTYARD: 


^ the delivery 
system for a power armor. The shell öreake apart in 
a crackle of electricity and smoke. The power armor 
rises from the crater and slowly turns to get a look at 
you. 


Retreat 
into the 
school and 
hide from 
the power 
armor. Equip 
the shock 
grenades: 
The armor : : 
pilot starts to look around, sometime 
back to you. There's your opportunity. 
missile launcher and look through the scope. "Take the 
shot as the armor swivels away. Your missile streaks 
through the air and slams into the armor, shaking it 
~ to the core. But a direct hit is not enough to destroy 
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T SHOOTING THE POWER ARMOR DOES DAMAGE, BUT 


IT ALSO LETS THE PILOT KNOW EXACTLY WHERE YOU 

ARE. THE POWER ARMOR TURNS TO FACE YOU WITH 

ITS GUNS BLAZING. THROW A SHOCK GRENADE AT 
THE POWER ARMOR TO CUT THE JUICE. 


THE SHOCK GRENADE DISABLES THE POWER ARMOR. 


RAISE THE MISSILE,LAUNCHER AGAIN AND TAKE YOUR 
SHOT. TAKE ALL OF YOUR SHOTS, ACTUALLY. UNLOAD 
THE MISSILES RIGHT INTO THE ARMOR’S CORE 
BEFORE IT GAN REACT, AND BLAST IT TO PIECES. 


If you run out of shock grenades, more are in the 
courtyard next to the picnic tables. And if you run out of 
missiles before the power armor is down, then use frag 
grenades and proximity mines. 
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EIE THE GAS 


ous ss rue Need a MedKit? There's one at the bottom of the stairs 
$ | Saar just next to the broken windows. 
| had an 
a 4a unintended An von 
— side benefit, cross the 
The delivery Bwning; F 
& pod knocked Replica 
PO ndn. soldiers 
awning in the courtyard, turning it into a ramp. Run burst 
up the ramp to reach the second floor of the school. through the 
At the top of the ramp, jump through the shattered He AAT 


windows to enter a classroom. As you explore the 
classroom, Keegan comes over the air. He’s ready to 
meet you and Stokes at the administrative building on 
the campus. Your new objective is to rendezvous with 
the rest of your team at the administrative area of 
Wade Elementary. 


seek cover at the coolers. Another wave of Replicas 
_ are not far behind. They also come from the same. 


yard's opposite side. Take cover at the air conditioning 
units and raise your rifle. Use reflexes to slow the 
Replica troopers and target them as they also try to 


; window, so throw a frag through the window and pick 


INTEL 4 


After listening 
to the plan 

to meet up 
with Keegan 
and Stokes, 
cross the hall 
outside the 
classroom and 
enter another 
ransacked room. A folder lies in the middle of the 

floor. This piece of intel is an internal school memo 

for all teachers. Armacham's Marshall Disler will be 
speaking to students about careers in science Thursday 
afternoon at 3 p.m. The speech is mandatory. Disler 
and other ATC scientists will be available for an hour 
following the speech to answer questions and collect 
blood samples. Blood samples? 


= 


esce 


f 
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- ene or two off as they try to reach the awning. 


TO SEEK OUT COVER. 
ERIND DESKS WITH 
cac i 


After elimi- 
nating the 
tast of the 


Retreat 
from the patrol, jump 
classroom through 
with Intel the broken 
4 and walk windows to . 
away from re-enter the 
the hole in schi 
the floor up weapons from the Replica troopers. There 
next to the armor on the computer table next to the giant map 


gas leak. The fire is too intense for you to jump over 
the hole and switch off the gas valve. You must find a 
way around. Follow the corridor until you reach a bay 
of broken windows overlooking the courtyard. Jump 
through the broken windows and step out onto an 
awning. 


x 


poster. When you're done scavengi supplies, step 
through the broken windows and ‘Gut onto another 
narrow awning. 


et 
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em Hit the reflexes and pick them 
pour through the windows. I or 
conditioners as the we 

Frag grenades are excell 

enemies back as you r 

the reflex meter to refill. 


AS TO SNUFF OUT THE FLAMES 
CK DOWN TO THE FIRST FLOOR. 


m 
m 
m 
< 
m 
Z 
a 
> 
AZ 
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the side of the school. The wreckage is pretty much 
um 4 the only thing between you and the administrative 
o : iua building. However, the rotors atop the wreck are still 
See tha pmi pecking around the carter? He's spinning and each blade is jagged. You must time your 
run alongside the chopper so as not to be clipped in 
the back by a rotor blade. 


ARTER THE DUSTUP ON THE AWNING ENDS, RUN TO IF YOU ARE GOUGED BY A ROTOR SLADE, THERE iS 
THESEND OF THE ROOF AND JUMP THROUGH THE A MEDKIT ON THE BARRELS IN THE CORNER OF THE 
WINDOWS TO ENTER THE SCHOOL AGAIN. GLEARING. 
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CROSS THE WRECKAGE FROM THE BARRELS AND 
ENTER THE ADMINISTRATIVE BUILDING THROUGH THE mo . . H " 
E SITIS Te qp e dU Pe PUR vision kicks in. Stokes is standing over Keegan as he 


You pull yourself together just as another hellish 


TUE roils in pain. You are joined by a fourth figure. It's 
" ^... Alma. She immediately leaps on you, scratching and 
biting. Use melee attacks to counter her. Alma seems 
to be just toying with you, though— 
keeping you busy. When the vision 
| ends, you see Keegan slumped on 
j the floor. Whatever just happened 
to the two of you, he got the 
| worse end of it. 


THERE JS ANOTHER HOLE IN THE FLOOR. 
KEEGAN AND STOKES ARE RIGHT BELOW. SO 
ARE SEVERAL HEALTH BOOSTERS, SO DROP 

DOWN TO REJOIN THE TEAM AND PICK UP THE s^ 
MEDICAL ITEMS. » 


As yor 

approach 

Stokes and. € 

Keegan, ‘ 

Mi | edi 4 GS »i t 

flattened M TM ZU | N 

by another awful headache. As you crumple to the i A 

ground in pain, you see that Keegan is also affected i i 
by the same splitting pains. (Stokes, on the other Ny \ 
hand, is not. Did she not pass through the TAC?) D 
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BASIC TRAINING 


Following the explosion at the Vault and the release of Alma Wade, the ATC board decided the best 
course of action was to cover everything up that was connected to project Origin. Included in that 
list of assets to destroy was Wade Elementary School, the front for project Paragon. ATC security 
forces were in the process of scrubbing the site when they were attacked and killed without mercy 
by Replica soldiers. Alma recently attacked you, but your life was spared. However, when Alma 
struck again at the rendezvous with Lt. Stokes and Sgt. Keegan, she was not so forgiving. Keegan 
is completely debilitated. Now, you must investigate Wade Elementary School and locate Snake Fist alone 


SHrN 


EIE 


Ure OWN LE y P LOGS rh ARI AA USES SAEGAL 


3931330) 


ET 


EE.A.R. intelligence reports estimate the following items need to be acquired from the field during this 
mission: 
Intel Items: 10 Reflex Injectors: 1 


Please use these advance team reports to acquire these items. Collecting these items will significantly 
_ improve your understanding of the situation in Auburn as well as improve your performance in the field. 


UPDATED SCHEDULE (INTEL 1): STUDENT ESSAY (INTEL 2): SUPPLEMENTS (INTEL 3): 


/ 


AU dg o 
INVESTIGATE THE COMPUTER LAB HOMEWORK IS USUALLY KEPT IN CHECK OUT THE FOOD STORAGE 
ADJACENT TO THE BOTTOM-FLOOR THE MARKED SHELVES INSIDE CLOSET IN THE SCHOOL KITCHEN. 


MEN'S ROOM. CLASSROOMS. a 


UPDATED ORDERS (INTEL 4): LADYBUGS INFO (INTEL 5): 


BLUEBIRDS INFO (INTEL 6): 


INVESTIGATE THE FRONT THERE SHOULD BE ADDITIONAL 
VE NEW ORDERS. LOOK FOR OFFICE OF THE ADMINISTRATION INTEL INSIDE THE FINANCE 
M NEAR A CONCENTRATION OF BUILDING. OFFICE OF THE ADMINISTRATION 
|J SOLDIERS AROUND THE ADMINIS- BUILDING. 
TRATIVE BUILDING. 
DRESS CODE (INTEL 7): STRANGE NIGHTMARES (INTEL 8): 


“THERE SHOULD 
BE TWO INTEL 
ITEMS INSIDE 

THE PRINCIPAL’S © 

OFFICE. DO NOT 

LEAVE UNTIL YOU 

HAVE BOTH. 


INVESTIGATE 
THE PRINGIPAL’S 
OFFICE FOR 
ADDITIONAL 
INTEL ON THE 


FEAR 
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ACQUISITION LIST (continued) 


TREEFROG INFO (INTEL 9): PARAGON MANUAL (INTEL 10): REFLEX INJEGTOR: 


LE 
THERE IS A REPORT OF A SECRET THERE SHOULD BE INTEL INSIDE CHECK THE BATHROOMS IN THE 
OBSERVATION ROOM IN THE THE PROGRAM COORDINATOR’S FACILITY FOR AN INJECTOR. 
NURSE’S OFFICE. CHECK IT OUT OFFIGE IN THE ADMINISTRATION 
FOR ANY INTEL. BUILDING. 


STRATEGY 


Wade Elementary School is a sprawling complex composed of several multistory buildings. To locate Snake 
Fist, you must engage the remaining ATC security soldiers still trying to complete their orders to contain 
information about projects connected to Origin. You already know that Wade Elementary is more than it 
appears, but there is a secret about the school that must be discovered if you are to make any progress 
toward finding Aristide and stopping Alma. What are they doing to the children here? Why do words like 
“treefrog” and “ladybug” now take on a sinister quality? And why, in a school of this size with so many 
allegedly healthy, intelligent children roaming the halls, is the nurse's office such a focal point? The answer is 
somewhere in this school. All that stands between you and it are several dozen ATC security soldiers and a 


young woman who can destroy cities with a thought. 


ARMY OF ONE m 


m> / was not so 
EF The solider is nearly paralyzed from the psychic 
assault and unable to continue the mission to seek 
out Snake Fist at the school. Stokes must stay behind 
to guard Keegan until a successful evac via the APC 
can be executed. That leaves only you to press on 
through the facility and investigate Paragon while 
searching for your elusive informant. ATC security 
reinforcements have just arrived at the school. You 
must enter the central courtyard and fight through 
them to get at the administrative building where you 
will find some answers. And, undoubtedly, twice as 
many questions. : 


P 


DOURTYARD 


avoid detection by the ATC security EX. outside 
for as long as you can. You'd rather fire the first 
shot. The first sign of the ATC troopers is a singl 
soldier standing at the entrance of the admini ative 
building. You can take him down without a problem, i 
but it will certainly signal your arrival. 


enough 
‘neutralizin 
that first 
| soldier 


| attention. 
Several 


ele as a a) 
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ATC soldiers pile into the courtyard to cut you off a long 
“before you can reach the administrative building. corridor. It's 

Use reflexes to slow their approach and make them a perfect 

easier to manage. The soldiers carry SMGs. If you scenario 


have an assault rifle, you can seriously outgun them. for you if 
Their armor is not enough to withstand more than a you have 
few assault rifle rounds. grenades. 
Rx à Back up 
and give 
e soldiers a second to near the hallway's halfway 
int. Then, throw frags so they bounce down into the 
irridor. The explosions rip apart at least two of the 
soldiers. Step back out and finish off any survivors. 
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You are in a small depression. If the soldiers throw a Ease your way up the corridor. Another group of 
frag ne) the blast is contained strictly in your ATC soldiers converges at the far end of the corridor 
area. So 'spy the vellow arc of a frag grenade when you reach the halfway point. There are rooms 
sailing ugh the air, get out of there ASAP. on each side of the hall that you can use as cover. If 
you have any leftover frag grenades, throw them at 
the soldiers as they use the desks for cover. If you are 
short on frag grenades, hit the reflexes to slow the 
scene and then target the troopers one by one. 


p 
THE MAIN BUILDING OF WADE IS IMPRESSIVE, BUT 
HE SECRETS YOU SEEK ARE IN THE SMALLER ADMIN- 
PS ISTRATIVE BUILDING ON THE OPPOSITE SIDE DF THE 
» CAMPUS. 


i 


PLAYGROUND 


AFTER ELIMINATING THE TROOPERS, TAKE A LEFT AT. 
THE END OF THE CORRIDOR AND WALK ARDUND THE 


When you DISLODGED LOCKER BAYS. 

enter the | 

building, 

more ATC 

soldiers rush — 
Y 


to intercept 
you. These 
soldiers all 
run down 


hu d MEC AAA ER EON, : 
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INCH UP TO THE NEXT CORNER. AN ATG SOLDIER 

STANDS GUARD NEXT TO THE WINDOWS. BUT THE 

SOLDIER IS SUDDENLY KILLED IN A BLAST. REPLICA 
TROOPERS HAVE ARRIVED. 


There is a 
— lone Replica 
— outside, 

| but it's no 
pushover. . 
This Replica 
is heavily 
| armored 
` 7 / (and armed). 
Doin not head outside. Instead, use the building as 
cover. The spaces between the windows absorb 
bullets better than your own armor, so dart between 
them and use reflexes to slow the action. Hammer 
the Replica with bullets. If you have grenades, those 
are also effective against this trooper. Toss frag, - 
shack, or incendiary grenades next to the Replica until 
it crumples to the ground. 


the armored 
trooper, - 
They are not | 
nearly as 
ferocious. 
Use reflexes 
to manage 
these thugs. They do throw grenades at you, so 
watch for the colorful arcs. Unload a clip into these 
troopers so you can push across the playground and 
deeper into the administrative building. 


If you run out of reflexes, just fall back and let the 
meter recharge instead of plunging ahead into a hattle 
unprepared. 


AFTER ELIMINATING THE FIRST SET OF REPLIGA 
TROOPERS, DUGK UNDER THE AWNING TO THE RIGHT. 
REINFORCEMENTS DROP OVER THE ROOF. THEY LAND 

FACING AWAY FROM YOU, GIVING YOU A SECOND'S 
ADVANTAGE. MAYBE! TWO. 


More 
reinforce- 
ments 
arrive. 
Another 
of those 
armored 
Replicas 
enters the z x » 
playground, flanked by a lesser unit. The armored 
Replica fires the Hammerhead nail jun, which i is 


Replica, step over to its body 
Finally, the coast is clear and \ 
building. id 


THERE IS ANOTHER NAIL GUN JUST INSIDE THE 
BUILDING, RIGHT NEXT TO SOME ARMOR, 


When you a 
return to the 
playground 


check I 
out the 

basketball 

court off ` 


o the side. 
There is 
another line: of grates against the. wall, just like the * 


P 
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grate and then throw the grate open so you can jump ^ ~~ 
down to the windows of the classroom below. Punch [ 
through one of the windows and drop into the empty 
classroom. When you step through the classroom, 
Snake Fist comes back over the radio. He Bn: 
to seek out the nurse's office. He cannot say mune 
more than that, S i a solid clue. 


LIBRARY - 


WALL: ATG SOLDIERS WILL 
ROUGH THERE. 


The school library is 
bookshelves provide ample 
both ud and the ATC sole 


IN CLOSE-QUARTERS COMBAT LIKE IN THE LIBRARY, 
USE THE SHOTGUN FOR INSTANT KILLS. A SINGLE 
SHOTGUN BLAST LEVIED WITHIN TWELVE TO FIFTEEN 
FEET IS POWERFUL ENOUGH TO CLEAVE AN ATG 


Funnel them i TROOPER IN Two. 


through the 
entrance of 
the library 
instead of 
j moving 
~ their turf. As the RS run ini 


ary cover. If you 


view, faisal your 


- gun and target them through the scope. Use reflexes 
to slow the action so you can pull off better head or 
torso shots. 


DETENTION 


Now that you have made it inside the administrative 
buildings, the ATC security forces step up their efforts 
to stop you. You must keep investigating the premises 
for the location of Snake Fist. As you move through 
the school, keep collecting intel so you can piece 
together what exactly is happening at this school. 


cn i 
2d H 
H "i 
S a £f ya t ' 
Use the gaps in the shelves to pick off ATC soldiers as Y 1 4 ESN 


they weave through the library. 


r- 


Z 
G 
2 
n 
m 
i) 
o 
7 
a 
Q 
m 


FEAR2 


PROJECT ORIGIN 
PRIMA OFFICIAL GAME GUIDE 


LITTLE BOYS’ ROOM 


— * Step through 

| the double 

| doors on the 

| far side of 

| the library. 

| The corridor 
/ | ahead is 

| | dark, and 

c. as soon as 

you start walking, the ond flicker. Two white orbs 
in the distance look like Specter eyes, but those are 
just emergency lights. Walk down the corridor into 
the darkness until you reach the lights. There are 
two doors, one on each side of the lights. These are 
restrooms. Investigate the women's room first. There 
is a MedKit in the last stall on the right. 


After UE mua ox cc oem y 
collecting | J 
the MedKit 
from the 
women’s 
room, return | 
tothe men's | 
room, which | 
is consid- 
erably brighter inside. That's because there is a n in 
the last stall on the right. Somebody used explosives 
to blast a hole in the wall. Step through the hole to 
reach another computer-filled room. There is intel 
in this room (the first of the mission), so be sure to 
collect it before leaving through the doors in the back 
left: forner of the room. f 


1% @, / 


INTEL 1 


There is a piece of intel on the short shelf in the back 
of the computer room. It’s an updated schedule for the 
students at Wade Elementary. Many of the student 
groups are moving away from their core classes like 
reading and history and entering specialized sessions, 
like “creative association” and “speed synthesis.” That 
last session is an all-day class that doesn’t even have 

a lunch break for the kids. Students are advised to eat 
a big breakfast before coming to school all week. What 
kind of classes are these? 


LOWER LEVEL 

4 » XN After 

exiting the 
computer 
room, you 
step into 
another hall. 
| Double doors. 
| are straight 
— ^ — 7 ahead of 


-her show of force. Continue moving ‘Up the stairs, 


you, but don't go up there just yet. Instead, turn to 


the right and walk to the end of the hall. The door at 
the end is barricaded by overturned shelves. There is 
a Specter inside the room that vanishes as you peer 
inside. A slide projector illuminates the rest of the 
room with a broken slide. Walk to the left and use the 
open door at the end of the hall to enter the room 
with the slide projector. 


A dead ATC soldier is on the ground. Take his health 
booster and then check out the shelves next to the 
projector. 


INTEL 2 


This intel is 
actually just. 

a student’s 

essay. The 
assignment 

was to 

write down \ 
something =a 

about yourself : 

that makes you feel different from everybody else. The 
student, Jennifer Lange, details a strange talent. She 
says she often knows what other people are thinking. 
For example, she knows where her brother hides her 
dolls, even when he lies and tells her he did not take 
them. 


1% o, / 


After collecting the intel from the room with the 
projector, return to the double doors across from 
the computer room. When you start ascending the 
stairs, you see two ATC soldiers running for their 
lives. As you watch, another headache attacks. 
Through your blurred vision, you see the two soldiers < 
reduced to bloody skeletons within Seconds. Their skin. 
simply evaporates like-boiled water. Alma flickers into 
view for-a second and then. vanishes, satisfied'with 


stepping-around their bones. 
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are bright yellow. Remember where those are and 
| then move a little bit down the stairs as the helicopter 
\ Y |. lowers into view. 


7 
Á 


5 get out of the chopper for a 
'oopers adjust their tactics and 


Step into 
the women's | 
room next to | 
the bodies. 
Open the 
stalls one by | 
one until you | 
find a reflex 
injector on 
one of the toilets. Pick up the injector and boost your 
reflexes before exiting the restroom and continuing 
your dangerous trip into Alma-controlled territory. 


= |: There 
| are two 
I 
I red doors YOUR REFLEXES ARE THE ULTIMATE ADVANTAGE. 
| at the end THESE REPLICAS ARE GREAT SHOTS, BUT WITH YOUR 
| of the next REFLEX TALENT, YOU CAN NAIL EACH ONE IN THE 
| H HEAD BEFORE IT GETS A FEW SHOTS OFF. 
| corridor. 
; | The one on 
| the right 


the closet. It leaded outside to the rooftop. When: ya 
Step through, the sound of helicopters fills the air: 


ROOFTOP BATTLE 


JL. The rooftop 


- is clear—for 
A] now. But STILL HAVE THE NAIL GUN? POUND THOSE REPLICA 

hi TROOPERS INTO THE WALL WITH SHARP BLASTS TO 
WRN yan THE HEAD AND TORSO. THE NAILS STICK THEM RIGHT 
step outside, INTO THE BRIEK. 


a helicopter 
| with Replica 
reinforce- EN 
ments starts "E ue 

sits descent. Standing on the landing outside the door as ^ 

is a bad move. You're a sitting duck. However, from T h 
this vantage point, you can.spy two gas tanks on top at 1 
of an'air conditioner in the middle of the roof. They 
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CIRCLE THE ROOF, LOOKING FOR REPLICAS THAT MAY 
HAVE HIDDEN FROM YOUR INITIAL ASSAULT. KEEP 
LOW SO YOU CAN SPOT THEM MOVING AROUND THE 
WALKWAYS. 


DON’T IGNORE 
THE AIR CONDI- 
TIONER IN 
THE CENTER 
OF THE ROOF, 
ONE OF THE 
REPLICA MAY 
BE HIDING UP 
THERE, TOU. 


c 
Mm 

"i 
WHEN THE ROOF IS CLEAR; JUMP DON THE! HEATING 


DUGTS AND RUN TO A NARROW WINDOW. BREAK THE 
GLASS AND JUMP INSIDE THE BUILDING. 


A MEDKIT IS IN THE JANITOR’S CLOSET BELOW. PICK 
UP THE BENEFICIAL ITEM AND THEN EXIT THROUGH 
THE OPEN DOOR. E 


DINNER AND A SHOW 


The janitor's closet leads to the backstage of the 
school lunch room. A farm set dominates the stage. 
The Replicas do not see you when you enter the stage 
because they are too busy fighting with ATC security 
soldiers on the other side of the auditorium. Eliminate 
the Replicas from the back. Sure, you're helping out 
the ATC, but you can take care of them in just a 
moment. 


ć Pipes 


room. They ^. SEP 
may not see you at first, but as soon as they do, 
they open fire. Use your reflexes to get the drop on 
them. E ^W 


TOSS GRENADES FROM THE STAGE INTO THE 
AUDIENCE. INCENDIARY GRENADES ARE POWERFUL 
WHEN THE ATC FORGES ARE GROUPED UPSBETWEEN 

THE TABLES. 


bh 
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"^. with gunfire. After the explosions subside, push inside 
the kitchen and start your hunt. More soldiers are 
behind the kitchen in the food storage area. 


THEM AS THEY TRY TO RORE DOWN INTO THE LUNCH 
ROOM. WITH YOURI REFLEXES ACTIVATED, YOU CAN 
SHOOT THEM CLEAN OFF THEIR ROPES. 


AFTER ELIMIN T G ALL THE ATC SOLDIERS, ENTER 
T THE DARK ROOM OFF THE SIDE GF THE KITCHEN. THIS 
T 1s THE SUPPLE ENT CLOSET, WHERE THE STUDENTS’ 
a TAMINS” ARE KEPT. 


_ Check the shelves in the supplements closet. A folder 
' contains instructions for administering so-called 
"vitamin supplements" to the children. None of 
the drugs are to be added to hot food since that 
can potentially break down compounds. Staff are 
instructed to add the supplements to foods with tastes 
that could mask the bitterness of the supplements. 
Should a student start to vomit, it is recommended 
to decrease the dosage. The active ingredients list 
for the supplements is frightening. The names of the 
actual drugs are not included. These kids are being 
fed mysterious formulas with names like “PN5a” and 
“PN5p.” 


us HE LUNCH WINDOW AS COVER, 


i A 
across the 
lunch room. 
Keep slowing 
things down | 
and picking: g 
off the 
sol 

~ they appear 


| 
| 
| 


counter, Once you n the food prep área, ook olt: 
for one more soldier in the back corner. When he 

appears, throw a grenade into the corner of the food 
: ve ear so he has no escape. 


ne 


The food : 
Prepares AFTER LOCATING THE INTEL, STEP INTO THE NEARBY 
leads into WALK-IN FREEZER. CLIMB DOWN THE LADDER AT THE 
the main TRAP DOOR IN THE FLOOR. 
kitchen. 
There are 
/ | more ATC 


| soldiers in en 
? 


~ ^ the kitchen, 
so n you open the door, throw some grenades r 
inside to thin the herd before entering and engaging Tr em t 
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The hole in 
| the floor of 
| the freezer 
| leads to 
| a system 
| of steam 
/ | tunnels 
| underneath 
x the school. 
It's dunk down here—and entirely too quiet. These are 
the ideal conditions for Specters, so be on the lookout 
for those ghostly eyes in the darkness. Several ATC 
soldiers are down here, too, but they've entered early 
retirement courtesy of the Replicas. Or Alma. Or 
both. Use your flashlight to see in the dark and use 
the lone door next to the fencing. 


Thereisa / 
maintenance | 
closet on the 
other side 
of the door. 
It's a small 
room. When | 
youexiton | 
the other ` 
side, you spy the body of an ATC soldier doel 
against some fencing. A Specter swirls behind the 
body. You hear a little commotion to the right. Step 
forward and swivel to see down the hall to the right. 
There's a live one down there, but he’s far more 
concerned with the Specter flying around him than he 
is with you. While the ATC soldier is distracted, pop a 
unds into his helmet. 


"Your flashlight is not always functional 
Whenever you see the lights above flicker, it's ipically 
due to some psychic disturbance that also affects your 
flashlight. 


TA More 
+ vm | | Specters 
, | haunt the 
| electricity 


| 
| 
| 


a ^ you gunned 
down. Entering the room disrupts their routine 
activity. (They are still just running the juice for the 
school.) The Specters fly at you in a rage, bumping 
you around and sapping little slivers of health. * 
Continue pushing through the electrical room, trying 
to dodge the ghosts as best you can. 


Before 
long, one 
of the gas 
lines running 
through the 
basement 
springs a 
leak. The 
gas stream -— POPSET 
is set aflame, creating an obstacle that’s impossible 
to pass until you shut off the gas. Move through the 
basement, closing in on the gas leak. More Specters 
roam the basement, running in and out of view as you 
try to find a way to solve the gas leak problem. 


EGLLOW. 
THE TRAIL 


BOOSTERS 
"PAST THE 
GAS LEAK 
AND INTO THE 
| DARKNESS. 


SHOOT THE PADLOCKIOFF: THe FE iat BLOC 
YOUR PATH. Tie SN AS ous TOO FAR AWAY; 
BUT YOU) MUST AS vr dnce ANDFLIL OF 
SPECTERS 10 REACH IT. THE -GHOSTS BUMP YOU 

AROUND AS YOU CLOSE IN ON THE VALVE. 


BRANES 
TURN THE VALVE TO SHUT.OFF THE GAS“ NOW; 
FIGHT. YOUR. WAY BACK AROUND TO THE LEAK WHILE 
AVOIDING THE SPECTERS AS )MUCH AS POSSIBLE. £ 


X 


7 OF HEALTH © 
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DESK OVER THE EDGE OF | 


OS 
THERE IS A i 
THE PASSAGE. JUME 


to the right. 
A storage 
area to the 
an | 3 i right has a 
inches left and right. Check to handful of s i f 
Proximity mines and armor await you in ATC soldiers inside. The soldiers are near the TM 
e i the velie Backtrack to the When you enter, sweep the room with your reflexes 
on and tag the soldiers as they move by the open 
spots between the shelves. Watch for more soldiers 
to arrive on the landing above the shelves. Use 
reflexes to slow their movements and then nail them 
while they crawl! 


LOOK OUT FOR THE SOLDIER ON THE FAR END OF 
THE LANDING. HE STICKS TO THE PILLAR FOR COVER. 
TAKE HIM DOWN WITH A GRENADE. 


both fast and quiet, you can get the drop on them , sil 
before they even see you. AN 
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INTEL 4 


There is an 
intel folder 

on some 
overturned 
desks behind 
the last ATC 
soldier on the 
landing. The 
folder contains 
updated orders for the ATC security teams. Squads 

A, B, and C are ordered to establish a fire perimeter 
around the administrative building to repel incoming 
Replica soldiers—and you. Squad D is ordered to relieve 
the squad pinned down in the lunch room. But the 
orders for Squad E are the most pertinent for you. 
Squad E (a demolitions team) is ordered to rendezvous 
with Col. Vanek at the nurse’s office. That’s the same 
place you’re going and the location of your secret 
informant, Snake Fist. 


; After 

| pocketing 

| the intel 

J| report, 
scavenge 
weapons and 
ammunition 

; from all 

~ the expired 
atc security soldiers in the area. There are assault 
rifles, grenades, and a nail gun among the potential 
pick-ups. When you have taken your fill, call the 
elevator in the corner of the landing. This elevator 
takes you up to the ground floor of the saimiipiration 
building. 


ADMINISTRATION Sul lt Boe 


The updated orders are accurate. Squad E is indeed 
in the administration building and seeking out all 
evidence related to projects Origin and Paragon. You 
must eliminate these soldiers before they can destroy 
key evidence and meet up with the brutal Col. Vanek. 
Vanek is hot on the trail of Snake Fist, so intercepting 
Vanek is your top priority. 


LOBBY 


Keep quiet 
when the 
elevator 
doors open. 
ATC soldiers 
| are just 
outside in, 

| the lobby, 
but they are 


so busy searching for evidence to destroy they 
do not notice the elevator opening. Ta y reflexes 
and then slide over so you can see at | ne of the 


soldiers. Raise your gun and pop the first one right in 
the head. That first shot raises the alarm, but with 
your reflexes on, you ensure the other soldiers won't 
be able to react in time. 


| E means 
business. 

| After taking 
..| down the 
| three 

; | soldiers in 
/ |the lobby, 
^ raid their 
bush of weapons and gear off to the left. Pick up 
the armor, incendiary grenades, and nail gun. After 
gathering the goods, step into the ransacked office 
directly behind the stash. A piece of intel is in the 
office. 


D Squad 
| 
i 


INTEL 5 


The next piece 
of intel is on 
one of the 
desks in the 
small office. 
Amidst all the 
papers, you 
locate infor- 
mation on one . 
of the three test groups into which the school has divided 
the children: Ladybugs. The Ladybugs group is apparently 
receiving a chemical cocktail called PN5a (R13) that is 
the most recent revision of a psychogenetic mutagen 
strain. The goal is to see if the students in this group 
test with higher cognitive response times, increased 
psychic awareness, and improved psychic controls. Early 
test results are promising. The researchers see spikes 

in psychic abilities, but there are issues of control to be 
dealt with. What are these monsters doing to children at 
this school? 


OUTSIDE THE OFFICE, CHECK THE SIGN. ONSTHE WALL 
TOSSEE WHICH WAY TO GO cB ss NURSE’S OFFICE. 
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/ 
y x, 85 / 


ALL, YOU SEE AN ATG 


HAS ZERO INTEREST IN, ou. APPARENTLY; SQUAD E 
HAS FOUND SOMETHING. SAATES) BETTER FOLLOW: 


: ae 
INTEL 6 
There is a 
folder of infor- 
mation about 
the Bluebirds 
test group 
inside the 
finance office. 
This group of X a2 
students is 
being administered only a placebo supplement. (Lucky 
kids.) The researchers are not expecting to see any 
growth in these students and are prepared for the 
event of a false positive or two. Their expectations are 

~ met. No student is exhibiting anything notable in terms 
of psychic development. 


f 
LES ny 


just beyond 


This is the 
door the 
2 7 ATC squad 

through. However, when you approach 
; notice a security system that requires a 
t to open it. The door looks pretty solid. There 

will be no forced entry here. You must look for a key 
card for the nurse’s office. The principal’s office is 
a good place to start looking. Make sure you reload 
"your weapon before you search. 


[es d 
VE at 


MISSION 6 MISSION 7, MESION 8 © MISSION 9. 
* 


; the windows. 
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KEY CARD BLUES 


. why you should always reload when nothing's going 


E T a 


lounge is 
pretty large, 
so don't let 
your guard 
down even if 
it looks like 
you mowed m 
the entire group m soldiers. One may be hiding in one 
of the small side rooms or behind the wall with the 


p ELEVATOR DOWN THE HALL "IS MARKED WITH 
THE) SCIENCE FAIR BANNER: USE HE ELEVATOR TO 


S ACCESS THE, SECOND FLUOGR: 


we 
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Did a 
tornado 
come 
through 
here? The 
ATC guards 


massacred 
and their 


stuif is is spread everywhere. There are health boosters 


all over the room. Bodies are pushed into corners. 
Spare guns lay not too far from their bodies. Papers 


have been tossed around the room like confetti. Comb 


the teacher's lounge and facilities supervisor's office 
for ammo and MedKits. There are no active soldiers 
up here, but it never hurts to stay alert. Check all of 
the offices for gear. 


IT LOOKS LIKE- |] 

THE REGISTRAR | 

WAS RECENTLY 
FIRED, 


FOLLOW THE SIGNS TO;LOGATE THE PRINCIPAL'S 
OFFICE. AND BE SURE TO PICK UP THE ARMOR ON 
THE CRATES ALONG THE WAY. 


c cu | 4 


THE SECURITY KEY CARD IS ON THE FILING CABINET 
RIGHT OUTSIDE THE PRINCIPAL'S OFFICE, NEXT TO 
THE OVERTURNED SHELVES. 


up here were 


It looks like the principal was a favorite of É 
Alma's—so much that he enjoys the Remnant: 
treatment. As soon as you grab. the key ‘card, the 
principal slams his fists against his office windows and 
unleashes a psychic scream attack from his unhinged 
jaw. While you recoil from the attack, the principal 
leaps through his office windows and flees. You have 
to chase him down and eliminate him before you can 
use the key card back at the nurse's office. 


INTEL 7 AND 8 


Before 
pursuing the 
principal, 
jump through 
the broken 
windows of 
his office. Two 
pieces of intel 

- are inside the 
office. The first is on top of his desk. It is a memo to 
the principal telling him that he needs to discipline the 
gym teacher for wearing his lab coat outside restricted 
areas. If parents see the gym teacher dressed like a 
scientist, they are sure to ask questions. 


The second piece of intel is on the floor of the small 
room to the left of the desk. There is a folder on the 
ground containing a letter from a concerned parent. 
According to the letter, the parents of Zack and 
Marlene Masterson are worried about their children 
having the same recurring nightmares. The nightmare 
is just so vivid. Both children dream they are being 
prodded with needles while involuntarily watching 
violent images. Neither parent can think of a television 

- show the children have seen with a scene like this in 
it. The parents hope the principal can offer them some 
advice. 


\ The principal 
runs around 
the halls 
outside of 

| his office, 
| which are 


nor < the bodies - 
of ‘apa ATC security soldiers. The Remnant has an 
ample supply of puppets to jerk to their feet and send 
forth to attack you. When you see the | mnant let ~ 
loose with a collection-of-red cords, he is getting > + 

ready to-revive:a. corpse. As soon as those cofds hook 


~into a body, it rises. You haveva few "Inoments to put b 


theATG:soldier back down before it gets its bearings 


a and starts to open fire on you. - 


=n 
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WE 
the Remnant "live 7 
USE REFLEX POWER WHEN THE REMNANT RUSHES 


However, never ignc : 
K * n ^ You rao SLOW HIS ATTACK AND DRAW A BEAD ON: HIS 
one of his puppets. g ee 3 HEAD OR TORSO. 


then continue your pu 


to, such as darting into the small offices, but he 
especially frequents the locations with ATC soldier 
bodies, like the main corridors. While chasing down 
the Remnant, always reload so you have a full clip 
when you finally catch up to him. The Remnant slows 
or stops when he starts to reanimate a body, so use 
those moments to fill him with lead. It takes at least 
several direct shots to the head (or many more to the 
body) to destroy this Remnant. When you do pop him, 
- he explodes in a storm of ash. Any animated bodies 
drop back to th floor. Now you can take the d card 


" 7m y y 


Sh poe marines ges o Ce 


THE REMNANT LOVES TO CORNER YOU WHEN YOU 
ARE IN A SMALL OFFICE. HE BOUNCES THROUGH 
THE DOOR AND RELEASES A PSYCHIC SCREAM TO ] 


1 3 + EMP "IBHT BAC 
DISORIENT YOU BEFORE FLEEING AGAIN: + SURPRISE! THIS CAR IS HARDLY EMPTY. FIGHT BACK 
D AGAINST ALMA. AFTER PUSHING HER AWAY A FEW 
TIMES, SHE DISAPPEARS—BUT THE ELEVATOR CAR 
DROPS TO THE BOTTOM OF THE SHAFT. 
7 * 
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JUMP DOWN AFTER THE ELEVATOR. THE CAR IS LOW 
ENOUGH THAT YOU CAN STEP OFF ITS ROOF AND 
ON TO THE FIRST FLOOR OF THE ADMINISTRATION 

BUILDING. 


TAKE THE KEY CARD TO THE DOOR OF THE NURSE’S 
OFFICE AND SWIPE IT THROUGH THE SCANNER. THE 
DOOR UNLOGKS. YOU CAN NOW OPEN IT. 


NURSE’S OFFICE 
g je LIT a TS -à 5» The door to 


room with 
a little desk 

| and a couple 
7 - beds for kids 
trying to get out of class. Rather, the nurse's office is 
as large as the art department and music room put 
together. When you step through the door, walk down 
the stairs and then open the unmarked door to your 
left. Make sure you have a full clip before doing so 
because Squad E is afoot. 


; Pop your 

\ | reflexes 

`| after opening 
the door 
because 
there are a 

| few soldiers 
| inside that 

7 immediately 


notice your arrival. k off the soldier on the camera 
platform across the room. When he’s down, sweep 
to the right and drop the soldiers on the main floor. 
There are three soldiers total. After you eliminate all 
three, step up to the camera platform to investigate 
the scene. 


This isn’t 
a nurse’s 
office. This 
is an obser- 
vation room. 
That camera >» 
records kids | \ j 
playing in 
the room 
just below it. The ATC security troopers were trying 
. to destroy tapes and files before you arrived. Now 
that you've stopped them, check the cart under the 
- monitors to find some additional intel on the school. 


". 


END z 7 


INTEL 9 
Another folder 
is on the small 
cart near the 
shattered 
one-way glass 
and camera. 
This is the 
testing results 
of the Treefrog 
group. These students are taking a compound called 
PN5b (R8), which is based on some very aggressive 
psychogenetic mutagens. The researchers expect this 
drug treatment to raise cognitive response times, 
increase psychic awareness, and improve control of 
psychic powers. The testing shows that while control is 
up, the increase of psychic awareness is only satis- 
factory. 


AFTER COLLECTING THE«WEAPONS-OF THE FALLEN 
SOLDIERS; RELOAD. AND WALK DOWN THE NEARBY 
PR STEPS TO LEAVE THROUGH THE.MARKED'EXIT DOOR. 
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Td E hice — There are 
T more ATC 


the lobby 
outside the 


burning papers, but as soon as you arri 
their sights on you. The sol are ac 


$ SAFTER COLLECTING THE INTEL FROM THE PROGRAM 
å COORDINATORS OFFICE, SWEEP THE AREA AND 
NY USEFUL WEAPONS FROM THE LAST 
T MEMBERS OF SQUAD E. 


ddi3306 5;35ar'N 


SWEEP THE ROOM WITH REFLEXES ON. A SHOTGUN 
WORKS WONDERS IN CLOSE QUARTERS. T 
à EAS 5 SEA Er un Gan USE THE GARD KEY ON THE LOCKED DOOR MARKED 
SOLDIERS CANNOT OUTRUN YOUR REFLEXES AND ARE C rir 
UT DOWN IN A SINGLE BLAST WITH THE $ 
È SHOTGUN. 


INTEL 10 


The program 
coordinator’s 
office contains 

a trove of 
information, 

but the most 
notable intel N 2 
is the Paragon NU I 


Manual. " 

Written by Harlan Wade himself in 1997, the manual 

details the mission of the project: to speed psychic The actual nurse's office is small. As expected, you 
evolution. Paragon is the testing program that find a single desk and bed for a sick child. There is 


identifies promising children that will later become nothing that stands out as odd or nefarious. It all 

candidates for project Harbinger. Through use of drugs, looks rather ... normal. But when you approach the 

7 training, and testing, Paragon will develop the next computer on the desk, you notice an open executable: 

rung on the evolutionary ladder, a human being with bluebird.exe. If you are Pod dy to see the biggest 

psychic talents that render the modern mind almost 

bonita: secrets of Wade Elementary School and locate Snake 
Fist, run the file. And then get ready for a ride. 
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Wade Elementary School has been exposed as a front for project Paragon, a top secret Armacham 
operation to force psychic evolution in children by administering experimental drugs and exposing 

£ them to specific imagery. This program has been going on for decades and is linked to project 

. Harbinger, which is turning into Genevieve Aristide's own private waterloo. 


eo Sgt. Keegan and Lt. Stokes are on their way back to the APC, leaving you to search out Snake 
Fist alone. Snake Fist directed you to the nurse’s office of the school. By activating a program 

on the computer in the nurse's office, you discovered an elevator. The elevator sinks below the surface, 
descending into a secret lab complex. 


ACQUISITION LIST - dps 
| KE. AR. intelligence reports estimate the following items need to be acquired from the field during this mission: 
Intel Items: 7 Reflex Injectors: 1 í à 


- Please use these advance team reports to acquire thosa items. Collecting these items will significantly 
improve your apa of the situation in Auburn as well as improve your performance in the field. 


CANCELLATION NOTICE (INTEL 2): SUPPLEMENTAL NOTES (INTEL 3): 


F INVESTIGATE THE CHEM LAB FOR ACCORDING TO BLUEPRINTS, 
OTTOM OF THE ELEVATOR ANY INTEL. THERE IS A SMALL COMPARTMENT 
A GOOD PLAGE IN i NEAR THE CHEM LAB THAT GOULD 
2 D HAVE INTEL INSIDE IT. 


| TEST RESULTS (INTEL 6): 


s y) 


5 ^ THE TEST FACILITIES ARE SURE INVESTIGATE THE SMALL LABS THE CONTROL ROOM IN THE 
5 TO CONTAIN VITAL INTEL ABOUT AROUND THE DECON CHAMBER SUBJECT CONTAINM 

ATG’S PROJECTS. FOR INTEL VANEK WOULD WANT CONTAINS A CRITI 
et DESTROYED. INTE 


IM TRANSCRIPT #4 (INTEL 7): REFLEX INJECTOR: 


THE CHEM LABS 
|. ARE LIKELY 

LOCATIONS TO 

FIND A REFLEX 
INJECTOR. 


SURELY SNAKE 
Fist, IF You 
EVER FIND HIM, 
WILL HAVE 
VALUABLE 
INTEL IN En 
OFFICE. 
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Slipping beneath the surface via the elevator reveals a vast underground laboratory where Armacham 
conducts a number of experimental projects, such as Paragon and Harbinger. Snake Fist is down in this 
complex, but he is far from alone. Col. Vanek and his elite ATC security teams have infiltrated the facility 
and are currently hunting down Snake Fist and possibly Aristide, as there have been recent reports she has 
visited the lab complex. To reach Snake Fist, you must fight your way through the ATC soldiers. But every 
once in a while, you hearing scratching in the walls. Is there someone else down here? Or something else? 


LAB COMPLEX 


The sprawling underg und complex i isa complicated 
network of laboratories, clean rooms, control centers, 
and corridors. And Snake Fist is somewhere in the 
middle of it. You must find-him before Vanek and 

his thugs do, or else you may lge your de ad on 
bringing in Aristide. ; 


WELCOME WAGON 


comes to 
| a stop in 
| a commu- 
| nications 
center. 
ij When fully 

| functional, 
7 — this room 
acts as the optics for the entire complex. Cameras in 
every lab and office are designed not only for safety 
and security, but also to let each and every person 
know they are being watched—so do your job and 
don't go getting a conscience. When you arrive, you. 
can see video of a confrontation inside an office, © 

3 : PAM ? 


1% @, / 
% 


A woman: 
is pointing 
a gun in a 
scientist's 
face—it's 
Aristide. 
She's here. 
And there's 
ag m 
chance the (TS on the dangerous end of Aristide’ s 
gun is your Snake Fist. Fortunately, Aristide doesn't 


_ blow his head off right there, but she sure seems 


agitated enough to do it. After she leaves, you are 
told to override the lockdown in Sector 3 to reach 
Snake Fist. Before overriding the security lockdown at 
a nearby terminal, search the communications center 
for supplies and a piece of intel. 


The elevator | 


Pick UP THE ARMOR FROM THE KITCHENETTE IN THE 
CORNER OF THE COMMUNICATIONS ROOM. 


SEGA 4 LTTE 


A MedKit sits on the crates to the right of the elevator, 
just a few feet from the proximity mines. 


INTEL 1 


After watching 
the video of the 
confrontation, 
search the 
desks for intel. 
A checklist for 
operating the 
elevator is just 
beneath the 
functional screen. The checklist goes over the protocol for 
both incoming and outgoing students. Incoming students 
should not be brought down unless the test facility to be 
used is ready. The student must be fully sedated before 
the descent. In the rare event of premature awakenings, 
the student's escort should have extra sedatives and a 
benzo stick (amnesia inducer). Students that have finished 
their-testing and are still sedated can be escorted back to 
the school without any extra safety measures. Students 
that wake up during a test in the lab must be treated with 
a benzo stick ASAP. When a student arrives in the nurse's 
office, they should be revived, given a special treat, and 
then escorted back to class. 
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AFTER GATHERING UP THE INTEL AND GEAR, RUN THE © 


OVERRIDE PROGRAM ON THE HANGING COMPUTER 


TERMINAL ABOVE THE MAIN FLOOR. 


Activating 


| the erm 2 


Use the proximity mines to keep the ATC soldiers 
at a manageable distance. Since you can see them 
from the upper floor and watch them fan out, drop 
proximity mines in their paths so they never have a 
chance to get close. Frag grenades are also good 
crowd control if you run out of proximity mines. When 
ATC soldiers file through narrow spaces, a well-placed 
grenade is powerful enough to rip apart everybody in 
the blast containment area. 


USE REFLEXES ANYTIME YOU ENTER INTO A FIREFIGHT 
WITH THE ATG SECURITY TROOPS. THESE ARE 
VANEK’S PERSONAL PICKS—THE BEST OF 
THE BEST. THEY ARE EXCELLENT SHOTS. POPPING 
YOUR REFLEXES LIMITS THEIR SHOOTING WHILE 

YOU TARGET THEM. - 


di 
O TH 3 
HER UNLOCKED 


AFTER. ELIMINATING THE PA 
LOWER FLOOR AND WALK THRO 


When you 
enter either 
af the locked 


soldiers 
takes notice 
and gives 
pursuit. m 

Back out of the corridor and take aim at the ge 
canisters. When the doors open again to let thi 
security guards through, shoot the canisters, 
explosion kills any soldier next to the canis 
the shock wave knocks down other guard 
While they struggle to their feet, f 
Or nails. Or laser beams. 


J e 
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J receive a new directive. You must 


Leuna 


CONTINUE bown gre HACC 
DECON LAB. IT’S A MESS. 
THE LADYBUGS, TREER 
OVER THE FLOOR. THE! 


E 


"INTEL 2. 
A critical piece 
of intel is just 
- .— inside the 

_ Chem Lab. It 


is an official 
m z , n . cancellation ^ / 
TEPS AT THE FAR END DF THE DECON notice for N tS j: 
THROUGH THE OPEN WINDOW INTO Alma Wade's = z LE 


testing. This is 
the order from Harlan Wade that sentenced his little 
; 4 girl to the containment facility at the Vault. According 
After — to the report, the cancellation and containment order 
jumping . came down after Alma killed several project personnel 
through by generating a fire with her psychic powers. This 
n containment did not end project Origin, but it did put 
an end to Alma's last shreds of freedom. 


E. so use your reflexes to slow the scene 
them from immediately responding the 
i fire the first shot. Since they are grouped 
explosive like a frag grenade would do 


à After the 
ATC soldiers 
are down, AFTER GOLLEGTING THE INTEL, Ex JHE CHEM LAB. 
i CROSS THE CORRIDOR AND LOC A"SMAUL ROOM 

step into the KEDI 

N er A CART IN FRONT OF IT. jo c-r 
observation BROKEN. joa WOMENS 
room and E x ux SP. 

i i P 
take their t 
weapons. 


When you 


FEA 


Re 
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WHEN YOU STEP INTO THE ROOM, YOU SEE A TRAP 
DOOR THAT WAS OBSCURED BY THE CART. DROP. 
DOWN THE LADDER TO DISGOVER ANOTHER PIECE OF 
IMPORTANT INTEL. 


INTEL 3 


When you 
slide down the 
ladder, you 
immediately 
spot a folder 
onthe ground. / 


This intel is a 
Ne 


series of notes 
about one of 

the supplements being given to the children. According 
to the notes, the fifth version of the PN supplement 
has breakthrough potential. Test subjects from both 
the enhanced and nonenhanced groups are reacting 
positively to PN5. There are none of the severe side 
effects associated with the previous supplement, PN4. 
Based on the success of PN5, PNG is currently in 
development. What kinds of side effects does ATC deem 
"severe?" 


^ 


There are health boosters just around | ! corner from 
the intel. The area is a dead end, so return up the ladder 
to continue looking for Snake Fist. 


uo eda 


-Follow the small i 


THAT IS NOT THE HANDIWORK OF THE ATG SECURITY 
SOLDIERS, THIS WAS DONE BY THE HANDS OF 
SOMEONE FAR MORE SAVAGE. 


You need 

| to reach the 
| electrical 
| room, but 

| the door 

| is locked 

' and the 

| windows are 
bulletproof. 
There must be another way into the room. The ladder 


in the floor is a clue. Epa the Va of the fishbowl 


b 


i a0 exactly like the 
S geal ladder. 


at the far end of thi 
room. 


The 
terminal that 
overrides 
the security 
lockdown i: 
inside th 
electrical: à 
room. With | 
the auxiliary mn 
power cut, you cannot use any of the locked ache: 
Like before, restoring power to the doors means that 
not only can you use them, but so can Col. Vanek's 
men. Access the terminal to override the security 
This unlocks the door to the electrical room, so use 
to step back outside. E 


B 


of 


CONTINUE PAST THE CHEM LAB UNTIL YOU REACH A 1 ^ 


FISHBOWL-LIKE/BAY OF WINDOWS THAT.DVERLDDKIAN 
UNFORTUNATE DISASTER. 
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uA Following 
| your acqui- 

] | sition of the 
I] | intel, step 

| j out of the 

| strapped 
chair 

j chamber 

-~ and retreat 

Ives in the almost 

through the door 

s into a dimly 


[ES ok 


THE OVERRIDE UN 
LEFT OF THE FISH 

THE DOOR TO 
STRANGE SYMBOL: 


R WITH SEVERAL SINISTER-LODKINB | outside the decontamination room. 
E THE SMALL ROOM NEXT TO THE DEAD j 
BODIES. BROKEN GLASS I5 ALL OVER THE GROUND. COL. VANEK 
WHATEVER WAS IN THAT CHAIR MANAGED TO GET. 
püti for "T AND LET THE SCIENTIST 
UNCERTAIN TERMS THAT IT DID NOT: 
BEING STRAPPED DOWN. 


Vanek’s men 
eagerly obey 
his orders. 


INTEL 4 


There is an 
ATC folder 

- on the floor 

— next to the 
chair. The 
folder contains 
very sensitive 

_ findings 


dapwalk to reach you. Use your scope to 
in.on the gas canisters on the wall across the 

large room. When the first troopers step through the 
door and try to close in on you, open fire. Popping the 


for project canisters releases an explosion that drops anybody 
near the canisters. 


_ Paragon. The report is for Stage 4 of the program's 

RI testing phase. The findings are largely positive. A 

— relationship between specific genetic markers and 
psychic development has been established. They are 

getting close to establishing a link between protein 

alteration through chemical compounds (like PN5) and 

the control of psychic manifestations. 


? More 
soldiers 

file into the 
room from 
the left. Use 
your reflexes 


you can ees target thelBéeutity s oldiers 
they can even aim. Drop cela shots to the 


th 
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> 
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m 
M 
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MORE SOLDIERS APPROACH FROM THE LEFT. 
SHOOT THE GAS CANISTERS ON THE WALLS AS THE 
TROOPERS S P NEXT TO EE 


ENTER AFTER THE FRAG GRENADE LA X 
IMMEDIATELY. NOTICE IT, AT. LEAST, 
£ BLAST FLINGS THEM SEVEN LELIE il 


WHEN YOU CLIMB THE STAIRS TO ADVANCE ON THE 
NEXT GROUP OF SOLDIERS, PICK UP THE HEALTH 
BOOSTERS ON THE GRATES. THERE IS A NAIL GUN 

RIGHT BELOW THE HEALTH BOOSTERS. 


filter into 
the lab via a 
hole blasted 


| through the 
w j bulletproof: : 
glass in the 


back of the room. When you come up ti 
loose with grenades into the lab, Bou c 
into small spaces, such as between de nd shelves 
is a good way to maximize the effectiveness of the 
blast. An incendiary grenade i in close quarters like this 
roasts any soldier next to it. While the soldiers run 
around on fire, finish them off with your guns. 


irs, let 


\ There 

| are gas 

| canisters 

| on the walls 
| in the back 
| of the lab. 

| Use those 

| as makeshift 


D TARGET THE BAS 
HE STAIRS. WHEN 


STOP ON THE LA 
CANISTERS AT TI! 
REINFORCEMENTS 


CONTINUE UP THE STAIRS AND THEN 
GAS CANISTERS ON THE CATWALK THAT STRETCHES 
OVER THE LAB. ONE-OF VANEK'S SOLDIERS RUNS BY 
) THEM ON HIS WAY TO INTERCEPT YOU? 


ONS 
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Unless a solider is inches from a gas canister when it 

hursts, he will only catch on fire. Keep shooting until the 
soldier is on the ground. If you move on too soon, you — | 
risk leaving behind an active threat. After a few seconds, — | 
the flames die out and the soldiers will resume hunting 
you. p 


There is a control rat : — 
Step inside to collect a ETER ELIMINATING ALL THE SOLDIERS IN THE SMALL 
i ii LAB, SWEEP UP DROPPED WEAPONS AND CHECK THE 


HELVES FOR INTEL. 


INTEL 5 
- The intel report on the shelves inside the small lab is a 
list of recommendations from Harlan Wade on how to 
proceed with the new phase of project Origin. Harlan's 
report notes a significant difference in the psychic 
- capabilities of "prototypes" grown in vitro than those 
_ that are grown in vats. Harlan posits that additional 
- psychic potential is passed down during the gestation 


with green period. His recommendation is that prototypes be 


lights. Step through it. This looks like a makeshift carried to term by Alma Wade while she is in her 
morgue. There is a body bag on a table in the middle induced coma. At the time this report was made, Alma 
of the room. Stand your ground at the door, though, was only 14. 
because the second you step inside, more soldiers try 
MM ici yal Exit the lab 
There via the door 
are several. | in the back 
targets in. | of the room. 
the small | Follow the 
lab just corridor to 
beyond the , | the decon- 
body: The 2 / | tamination 
soldiers use: ^ chamber 


the desks. asi: 
cover,.so turni on the n 


are out of frag grenades, don't shy away from | 
shock grenades to manage groups of enemies. The 

k grenade may not have the permanent stopping 
power of a frag, but it at least temporarily paralyzes 

. targets so they cannot advance on you. 


VANEK HAS ONLY ONE SOLDIERJÉEFT: WITH HIM. WHILE 
VANEK TAUNTS YOU, THE SOLDIER TRIES TO WELD 
THROUGH THE LOCKED DOOR yee DTHER SIDE OF 


e t THE CHAMBER. 


* 
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ACTIVATE THE COMPUTER TERMINAL NEXT TO THE 
DECON CHAMBER'S DOOR. THIS ACTIVATES THE 
DECON SYSTEM INSIDE. THE WELDER IS BLASTED TO 
THE FLOOR BY JETS OF DECONTAMINANT, LEAVING 
VANEK ALONE TO FEND FOR HIMSELF. 


eer ea 


ee eee 


FURIOUS, VANEK CHALLENGES YOU TO COME IN AND 
GET HIM. WHEN THE DECON SYSTEM FINISHES ITS 
GYGLE, PRESS THE GREEN SUTTON TO THE RIGHT GF 

THE DOOR TO TAKE ON VANEK. 


E. Vanek 
rushes you, 


| | automatically 
j | grab the 

barrel of 
——~ his shotgun 
and force it down. You must now struggle with him 
for control of the shotgun. When prompted onscreen, 
repeatedly press the melee attack button. Don’t stop 
as long as the prompt appears onscreen. Slowly but 
surely, you gain the upper hand and move the shotgun 
so the barrel points directly under Vanek's chin. 


chamber 


Seis — O WM | Am ) 


WHEN THE SHOTGUN IS UNDER VANEK’S CHIN, HIS 
FACE DRAINS OF ANGER. HE LOOKS GENUINELY 
SCARED. HE KNOWS WHAT’S COMING. SQUEEZE THE 
TRIGGER TO END VANEK’S TENURE AT ATC. 


After 
eliminating 
Vanek, exit 
the decon 


through the 
now-open 
door in the 
rear. Pass 
through the corridor as it wind: iiie into the Jab 
complex. When you reach the door with a large yellow 


: S that flashes dt 


secrets. 


NICE Speer 


Project Harbinger is Gen m Aristide’s baby and she 


is not exactly one to E tic ce safe science. She was 
rushing oe (EM 'esults faster than 
». Drugs were admin- . 


in a lab on cells. Due to her greed ai carelessness, 
innocent human subjects weré transformed into 
slavering horrors that the team calls Abominations. 
These chattering subhumans are now beyond repair 
and seek only sustenance. Their preferred meal? 
Flesh. Human flesh. 


ABOMINABLE 


= 

~ Stepping 
| through 
| the door 


If reveals 
H the 

| depravity of 
/ |. Armacham. 
f | Two 
/ skittering 


""Abgminations feast on the body. of a fallen ATO" 4. 


M 
Me 


security soldier. The rising, door scares them off, but 


ld be tested - 


AB E 


PE TEN 
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only for a moment. They will be back. Unfortunately 
for you, the only way to Snake Fist is through this 
room. So crouch down and slip under the door to 
enter the chamber of grotesques. Make sure your 
gun is fully loaded, too. Those monsters are creatures 
of appetites, and those appetites have not yet been 
satisfied. 


à You are 
\ stuck in this 
| chamber 
| until you 
| override the 
|| lockdown. 
7| | That means 
| you have to 
^ fight off the 


A É : j Q E : 
| A i 
N UE E 
E 
Abominations, including the two that were just dining. 
They return to their meal within a few seconds, so as 


soon as they scurry into view, trigger your. reflexes 
and take them out. 


The shotgun is effective against Abominations. Because 
they have absolutely no armor and always attack at close 
range, a single shotgun blast is more than enough to 
drop these unfortunate monsters. 


OPEN CELLS MEAN ABOMINATIONS/ARE ON THE 
LOOSE. USE YOUR FLASHLIGHT TO PEER INTO (GELS 
AND CATCH THE ABOMINATIONS AS THEY EMERGE!!! 


THE ABOMINATIONS MOVE FAST. RELY ON REFLEXES 
TO SLOW THEM DOWN SO*YOU CAN MAKE EVERY SHOT 
COUNT. 
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Not only 
are Abomi- 
nations fast, 
but they are 
incredibly 

| nimble. 
/ | Unless you 
^ | shoot an 
^ Abomination 
as soon as you see it, it will either charge you or retreat 
to the shadows and try to flank you. Abomination cells 
on the second floor of this room open and release their 


- beasts. Watch for the Abominations to fly through the 


air. Use reflexes to slow their arcing jumps and then 
blast them right out of the air. 


If an Abomination gets the drop on you, you have 
to fight it off with melee attacks. The Abomination 
grapples you like a monkey, holding on for dear life as 
you thrash about. It takes at least three punches to 
knock the Abomination loose. But a knuckle sandwich 
is hardly enough to kill the Abomination. As soon as 
it hits the ground, open fire. You must shoot it until it 
flops lifelessly an the floor. 


THE SECURITY OVERRIDE IS ON THE ROOM’S SECOND 
FLOOR. GLIMB THE STAIRS AND THEN RUN ALONG 
THE ROW OF GEL TO CLOSE IN ON THE CONTROL 
ROOM. GELLS FLY OPEN AS YOU APPROACH, SO BE 

READY WITH A SHOTGUN: BLAST THISTOP THE ABOMI- 

NATIONS THAT FLY OUT OF THE SHADOWS: 
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> The 
| Abominations 
can not only 
«| fly through 
-| the air with 
| | acrobatic 
/ | jumps, 
| but they 

- _/ also grab 
onto beams and supports along the ceiling in hopes 
of vanishing into the shadows. This is a potential trap. 
As you walk under the Abomination, it lunges for you 
and you must push it off with melee attacks. Use your 
flashlight to sweep the ceiling beams and hunt down the 
Abominations before they get the drop on you. 


THE CONTROL 
ROOM IS 
MARKED WITH 
| A GREEN LIGHT 
| ABOVE THE 
DOOR. 


THERE ARE SUPPLIES INSIDE, SUCH AS 
INCENDIARY GRENADES. A PIECE OF INTEL IS ON THE 
GROUND IN FRONT OF THE COMPUTERS. 


INTEL 6 


The intel 
inside the 
control room 
is a folder of 
test results 
from project 
Origin. At \ : 
age 5, Alma's <= 
psychic test 

scores dipped dramatically, leading staff to question if 
this little girl was attempting to disguise her abilities 
to get out of the testing protocols. At the same time, 
the personnel involved in testing started suffering 
severe headaches. It seems Alma was becoming aware 
of her powers to a degree and despite her attempts to 
subvert them, they were only growing stronger. At just 
5, Alma started developing telekinesis. 


sem 


USE THE TERMINAL INSIDE THE CONTROL ROOM TO 
OVERRIDE THE SECURITY SYSTEM AND OPEN THE EXIT 
DOOR. 


DVERRIDING THE SECURITY SYSTEM NOT ONLY 
OPENED THE EXIT, BUT IT Also UNLOCKED MORE 
CELLS. DAL 


Shoot your 
way through 
the Abomi- 
nations as 
you race 
back to 
the bottom 
floor of the 
room and ` 


then search out the exit door. The door is marked with 
a green light. There is something wrong with the door, 
however. It only opens halfway. You must crouch to 
escape the room. Unfortunately, with the door stuck in 
the open position, Abominations are now free to roam 
the lab complex. 


| corridor 
| stretches 

| deeper into 
| the complex, 
A security 
station is 

|. on: the right k 
^ side of the 


j^ 


, corridor. The green light means.the door. is open, so; 


"slip, inside the security station and cherry-pick:your “ 
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favorite weapons from an impressive arsenal. There 
are SMGs and assault rifles inside the station, plus 
armor and incendiary grenades. Take your fill and then 
continue moving down the corridor. è 


Fist, your informant, An 
you. 


SNAKE FIST 


e 


As you enter the room, Snake Fist—er, Terry— 
rises to meet you. He certainly doesn’t look the part 
of a sinister scientist in cahoots with a merciless 
corporate executive that would risk the safety of the 
entire planet to exploit the psychic powers of a little.. 
girl. But this is no time!to judge a book by its cover, 
Terry welcomes you i - a 
Aristidé’s botched plan e C 
is now running amok;'Terry has a 
outsmarting Aristide and perhaps tra 
before she can unleash the apocalyps: 


According 
. to Terry, 
you must 
. lead Alma to 
- Still Island, 
the location 
. of one of 
_ATC's secret ) OA 7 
facilities. : T mE 
There is a Telesthetic Amplifier on Still Island that you 
can use to trap Alma inside. It's a risky plan because 
You must trust your abilities to stay one step ahead 
of Alma, but she hasn’t killed you yet and she’s had a 
number of opportunities. You must take advantage of 
Alma’s soft spot for you to lead her to the amplifier. 


"d 
" 
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.. comb his 
- office for intel. & 


MISSION STRATEGIES MULTIPLAYER 


Mission 14 


INTEL 7 


While Terry 
uses his 
computer 
to check 
something, 


beneath the classic movie posters. It is a transcript 
of an IM conversation between Aristide and Terry. The 
tone devolves into hostility. Aristide tells Terry that 
there are people on the way to kill both of them as 


; part of the Origin cover-up. Aristide believes if they can 
_ somehow contain Alma, they might be able to survive 


this entire disaster. Terry isn't convinced it's possible. 
He puts the odds at just 3 percent. Aristide is willing 


$ to take that 3 percent and see how far it gets her. 


" E m d : 
TA. — collecting 
t F | the intel 

p e | from the 


^w table, turn 
X b back to 
«*-| Terry. He 
| fishes a 
- oa " large gun 


out of a crate and hands it to you. This is a prototype 
energy weapon that can vaporize a target (and 
anything around it) with a single shot. Ammunition for 
the weapon is extremely limited since it is a prototype, 
so you had better be choosy with your targets. 


behind him. 
Within a 
second, a figure materializes. This is an Assassin, 

one of the most lethal enemies at Alma’s disposal. It 
wraps its hands around Terry's skull and twists it off 
his neck with the same ease a child pops the head off 
a dandelion. With fangs bared and red eyes blazing, 
the Assassin holds up its trophy and then scales the 
wall of the office as if there were no such thing as 
gravity. 

You need to get out of the area ASAP. With that 
Assa$sin on the loose, Abominations:running wild, and 
thejReplica army infiltrating theJab complex; being 
stuck in the heart of the. complex is the wrong place 
tobe, Exit the office the way yauléame in and start 
backtracking-to the'surface. : Y 
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ESCAPE 


The Replica army is now converging on the lab 
complex, determined to stop you now that Terry has 
cracked the door on a potential means of destroying 
Alma. You must fight your way to the surface and 
regroup with the remaining members of your team so 
you can draw up a plan to get to Still Island. 


UNDERGROUND 


>) The Replica 

| troopers are 
| closer than 
expected. As 
| soon as you 

| step outside 
| Terry's 

| Office, 

PETES TE mum " ~ Replica 
POTE round the corner and Boneh an attack. 
Although ammo for the energy weapon is not plentiful, 
give the gun a try out in the hall. When you fire a 
blast down the corridor, any Replica even close to its 
trajectory is reduced to a skeleton and collapses to 


the ground. 


The energy blast ricochets off metal, so make sure you 
don’t accidentally step in the path of your own Wenn. in 
narrow quarters. 


station and replace any spent 


MORE REPLICAS WAIT FOR YOU OUTSIDE THE 
SECURITY STATION. POP THE REFLEXES AND MOW 
DOWN THESE TROOPERS BEFORE THEY CAN REACT TO 
YOUR PRESENCE. 


) When you 
| enter the 
| Abomination 


3 the Replica 
*| are busy 


| ? ~” | pushing back 
| " a T against the 
Sanc a z zombielike ` 


monsters. While the Replica are occupied, hit your 
reflexes and target them. Several Replica troopers 
are on the ground floor and a handful more are on the 
balconies, including a Replica with heavy armor. Target 
the Replicas on the ground with grenades and guns. 


The Replica A 
in the armor | 
isaprime | 
target for | 
your new | 
energy | 
weapon, | 
Raise tht | ù 


& 


beast to your Gs + 
shoulder and look through the SUE. Let fly wih an 
cto 


| RELY ON YOUR 
REFLEXES TO 
GUN DOWN 
THE REPLICA 
TROOPERS 
AS THEY FILE 
ACROSS THE 
ROOM TO 
INTERCEPT 
you. 


When 
the room is 
empty, climb 
the stairs 
and enter 
the control 
center. Be 
sure to pick 
up weapons : 

and gear as you step over Replica bodies. Once iile E 
the control room, check the back door. A hole ripped 
through the door is just big enough for you to crawl 
through. Crouch down and slip through the hole to 
continue your ascent to the surface. 


| 
I 
I 
I 
pt 
| 
I 
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SURPRISE! AN 

ABOMINATION 

LEAPS ON PE oe m 2 

you JUST AS Throwing grenades from a higher vantage point does not 
D Ms h i BS 

YOu SQUEEZE make them more potent, but it does make them easier to 


peta ae ele drop exactly where you want them. 
HOLE. KICK | s 2 s 


iT Loose 
WITH Sabe (oU 


t 
Z 
> 
A 
m 
all 
ty) 
- 


As ‘you approach, you see them 

ar the windags that look in on the chair and the 

d scientists. Use the crates to the right as cover 
launch an attack on the Replica soldiers. Pop your 
lexes to bring the Replica soldiers to a crawl. Now 
you can target their heads with greater ease. 


carefully move up the catwal 
troopers in the rooms aheai 


scene. Drop as many Replic } 
reflexes are engaged. When 
sight, slide down the ladder and look at the lab across 


the hall. More Replica soldiers pour through the door : pu 

to attack. Hit the reflexes again and drill each one as | elearing 

it exits the lab. the batch 
L of Replica 


As soon ^: / troopers at 


as the coast the windows, 

is clear, jump down 
enter the to the bloody 
lab. There T E 1 “ 7 : s scientist 

is a newly \ 3 es p cd bodies and then exit through the door with the green 
unlocked ‘ lica troopers may be coming up ý 
door in the 


use your reflexes to shanage their 
rear of the ': 
door; iu see; the bod 

ler stum, d by 


ONE REPLICA TRIES TO CRAWL THROUGH THE 
CHEM LAB DOORS TO'SNEAK UPON YOU, BUT IT 
ACCIDENTALLY PUSHES AGAS GANIST 

THE&SEIPENING. SHOOT THE CANISTER AS THELREPLICA 

g SQUEEZES THROUGH THE@OPENING: 


ANOTHER REPLICA PATROL IS HUNTING FOR YOU. w 

SHOOT THE REPLICA SOLDIERS FROM THE HIGH 3 

GROUND. DO NOT JUMP-DOWN UNTIL YOU NO LONGER ; 
SEE ANY TARGETS. 


á 
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GROUCH DOWN AND SLIDE THROUGH THE DOOR 
AFTER ELIMINATING THE REPLICA. THE CHEM LAB 
HAS A SECRET PICK-UP YOU SHOULD SNAG BEFORE 

MOVING ON. 


ANOTHER HEAVILY ARMORED REPLICA STOMPS UP 
THE CORRIDOR OUTSIDE THE CHEM LAB. IF YOU STILL 
HAVE AMMO FOR THE ENERGY WEAPON, USE IT TO 

VAPORIZE THE THREAT. i H 


yell Ww railing | 
overlooking | 
thé conveyor | 
belt of 
canisters. 
A ladder in the corner lets you slide to the joier 
area. There is a reflex injector at the bottom of the 
ladder. After picking up the injector, grab the nearby 
proximity mines and then climb back up. Exit the 
Chem Lab and continue along the corridor where you 
spotted the armored Replica. 


Pd 


| MAKE A RIGHT. 
| TURN INTO THE 
LARGE DOOR 
SURROUNDED 
BY RED LIGHT 
STRIPS. 
Y 


THIS LEADS TO A LOCKER ROOM. THERE IS ARMOR 
AND A MEDKIT ON THE BENCH IN THE MIDDLE OF THE 
ROOM. OH, AND TERRY’S HEAD IS THERE, TOO. 


TOPSIDE 


finally out of 
the under- 


refracting of light 
slightly off. 


When you 
spot that 
warping 


|:; effect, 


immedia 
engage your : 
reflexes. The 
Assassins 
attack with : T t 

lightning speed, jumping on you like an Abomination, 
but hammering you with hard melee attacks that. 
make the Abomination bites feel like love id 


T 
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KEEP USING REF EXE E 
A WOUNDED ASSASSI 
CEILING UNTIL IT GAN” RECOVER AND RESTART. THE 
CLOAKING DEVICE. DO NOT LET THEM GET AWAY AND 
HAVE A SECOND CHANCE AT SURPRISING YOU. 


| —_. 4 D / | 


IF THE ASSASSIN GETS CLOSE ENOUGH TO ATTACK, 
RESPOND WITH MELEE ATTACKS TO PUSH IT AWAY 


ANDUTHEN RETREAT SO YOU CAN ENGAGE YOUR 
ji 


REFLEXES AND OPEN FIRE. 


|. There 
| are three 
| Assassins 


á : weight; ‘they 
can pe up walls and flip over railings with zero ' 
effort. Keep looking for the warping effect until you 

are sure you have dropped all three of the Assassins. 


assin just by firing it in its general direction. 
ergy bolt rips through the air and reduces the 
a skeleton. When all three Assassins 
, well, assassinated, call the elevator on the 
bottom floor of the lobby. Then, back up and look into 
the car through your scope as the doors open. 


MISSION 6 ` -MISSION 7. ^ MISSIONS 


MISSION STRATEGIES MULTIPLAYER 


MISSIDN 9... MISSION 10 Mis 


ION 1) MISSION 12 . MISSION 13 MISSION 14 


nurse's 


soon as you step out of the elevator, engage your 
reflexes and look down into the playroom. There are 
Replica soldiers hunting for you. Drop them before 
they can react and then drop down to the playroom. 
Exit through the cracked door. You're now back inside 
the school. 


As you walk down the hall you can hear gunfire. 
There's a battle nearby. When you round the corner 
to the school exit, you spot a handful of Replica 
soldiers running inside the building. Cut them down 
before they get too far inside the door. 


The APC 
is parked 
just outside 
the door. 
Keegan and 
Stokes have 
been holding 
off Replica 
z ^ troopers and 
waiting for you to return to the surface. Hurry inside 
the APC. Keegan and Stokes follow behind. The hatch 
is sealed and Morales squeals away from the school. 
You are eager to leave that house of nightmares in 
the rear-view mirror, although you certainly have more 
answers now than when you first set foot inside with 
Stokes. It's hard not to feel a degree. of sympathy 
for ly knowing what was done to her—what was 
dofie to all of those children: But Alpia js now & killing 
mathine that is close to being completely out of 
control: Shelve your pity. Alma Me none to Griffin, 
after all. 
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Your inside man, Terry Halford (AKA Snake Fist), was murdered by an Assassin in the laboratory 
complex beneath Wade Elementary School. Halford turned out to be an ATC scientist that was 

| originally working with Genevieve Aristide on project Harbinger, but became concerned about 

| Aristide's maniacal approach. Halford told you that there is a way for you to eliminate Alma before 

it is too late. You need to find an ATC facility on Still Island. There is a machine in the facility called 

a Telesthetic Amplifier that has the power to destroy Alma. 


mission: 
Intel Items: 5 


\ f 
4 Ba oz) 


ESTIGATE ALL TICKET OFFICES VITAL INTEL NEEDS TO BE 
PIECES OF INTEL LEFT BEHIND | ACQUIRED FROM SUBWAY 
| BY ATG” EMPLOYEES. gut | EMPLOYEES. 


HECK ALL SUBWAY 
n 2 


SUPPLY REPORT (INTEL 4): LASER MANUAL (INTEL 5): 


THERE SHOULD BE ANOTHER THE OFFICE IN THE UNDER- 
PIECE OF INTEL DEEPER IN THE CONSTRUCTION TUNNEL MAY 
SUBWAY TUNNELS. CHECK EVERY CONTAIN VALUABLE INTEL. 
NOOK AND GRANNY. 
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After finally escaping Wade Elementary with Keegan and Stokes, you have a solid lead on how to bring down 
ATC and put an end to Alma's rage. While Morales drives you to Still Island in the APC so you can follow 
through on the late Terry Halford's plans, the Replica troopers attack. You must abandon the APC and 

fight through the city's dark, vacant subway tunnels. The underworld is crawling with Replica soldiers of all 
shapes and sizes, including the cloaked Assassins. To survive, you must collect the best weapons you can 
find from the fallen Replica troopers, including a brand new laser weapon that can slice through armor in 


seconds. 


As the 
mission 


[on ed inside 


a batrom stall at his lab complex. Halford lays 
out exactly what Aristide did to you. When you were 
knocked out by the blast in Auburn (a completely 
unexpected event, but not one without beneficial 
consequences), Aristide had you taken to the ATC 
hospital. There you were subject to a series of 
implants: and @ revolutionary gene splicing operation. 
During the attack by ATC security forces on the 
hospital, Aristide tricked you into entering the TAC, 
which tuned your psychic "frequency" to Alma. Alma 
can now see you anywhere and at any time. 


Halfords ¢ . - 
video is not... | 
entirely 100 | | 


percent 
sturm und 
drang. He 
has an idea 
for fighting 
back against ; 
ma. You need to get to Still Island, the site of a 

1 sh nuclear reactor. ATC owns the island now 
nd has built a special machine inside the reactor 
cone Called a Telesthetic Amplifier. Because you are 
not powerful enough to resist Alma should she ever 
turn on you (remember how she spared your life at 
‘the school?), you must amplify your brain activity so 
you can fight her. 


Sy 


attack. The only problem? The Replica troopers have 
a plan, too. The APC is bounced around pretty hard 
when the Replica soldiers stage a full assault on your 


(€. Wwe 


W vs [ / 


As the video goes on, the team decides on a plan of 


position. Morales comes up with a solution to escape 


the ambush—and it's a crazy one. He drives into the 


subway tunnels below the ground. From there, you 
have the advantage; the enemy is funneled into a 
small area and can be dealt with as they approach. 


SUBWAY) BATTLE 


^, You are 
assigned the 
turret on top 
of the APC. 
Keegan, 
Morales; 
hi | and Stokes 
"Nee y na U) | all get out of 
: the APC and 
take diofenbivd positions. You must push back hard 
against the encroachers to keep the team safe. 


BH 


SWIVEL THE 
TÜRRET TO 
FACE THE 
HOLE IN THE 
GROUND. 
REPLICA 
TROOPERS 
DRE THROUGH 
THE HOLE TO 
LAUNCH AN 
ATTACK. GUT 
THEM DOWN. 


— Vr mum 


FEAPR2 


PROJECT ORIGIN 
PRIMA OFFICIAL GAME GUIDE 


SOON, THE REPLICA SOLDIERS COME FROM THE 
SUBWAY PLATFORM TO YOUR RIGHT. SWING AROUND 
AND CUT DOWN THE TROOPERS AS THEY COME FROM 

THE STAIRS THAT LEAD TO THE SURFACE. 


Watch the orange meter on the turret. That is the 
temperature gauge for the guns. If the orange meter 
fills, the guns overheat. You must wait a few seconds for 
them to cool so you can open fire again. 


i; ere are sen yello 
‘trains and ipm Shoot he cans as R 


An electrical transformer hangs hy a thread from the 
ceiling. Blast it while Replica troopers are underneath 
it. The transformer explodes, releasing several arcs of 
electricity that shock the Replica soldiers. They are then 
unable to move for several seconds. 


WHEN ROPES 
| FALL THROUGH 
THE HOLES IN 
THE STREET, 

SWING YOUR 
GUNS UP TO 
PICK REPLICA 
TROOPERS OFF 
| AS THEY SLIDE 
DOWN INTO 
THE FRAY. 


Yn Oy / 
[2 d 


More of the street above you cracks, dropping cars 
into the subway tunnel. This just gives the Replica 
troopers another piece of cover to dive behind. Nail 
the Replica troopers as they slink around the cars. 
Watch for the Replica trooper with the heavy armor 
(it has several lights on its shoulders) and target it 
as soon as you spot it. That's a tough customer and 
can really cause trouble for the team if it's left in the 
battle for too long. 


Inexplicably, 
| Keegan 
| wanders 
| eut of his 
| defensive 
position 
and into the 
middle of the 
z NEET collapsing 
T tunnel. The tean screams for | him to return 
to his position, but he stumbles forward like a man 
possessed. He is fixated on a door on the subway 
platform. The Replica s | leave him alone as he 
walks, though. This must h 
Alma. Keegan's file said 
a certain degree prior to the 


WATCH THE WINDOWS OF THE SUBWAY CAR TO THE 
LEFT REPLICA SOLDIERS STANDsIN* THE WINDOWS 

AND OPEN FIRE. SINCE THEY, ARE SD CLOSE TO THE * 
APC, THEIR SHOTS LAND MORE OFTEN THAN NOT. 


PinkinG UP-THE PIECES BASIC TRAINING MISSION STRATEGIES MULTIPLAYER 


MISSION 2 
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"^ When lone subway car parked at the end of the line. The 
the battle lights are still on inside, but you can see no signs of 
concludes, - the Assassin's cloaking device. No warping effects. 
No bent shadows. There is a narrow platform on the 
left side of the tunnel. Jump onto the landing and then 
push through the door leading into a subway station. 


platform. There 
just beyond the 
the APC to get hir 
under the bars a 
bars, Keegan steps 
him. By the time yo 
vanishes and takes Kei 


ON THE SUBWAY PLATFORM, YOU CAN SEE A REFLEX 
INJECTOR THROUGH A REVOLVING DOOR. THE DOOR 
1S STUCK, THOUGH, SO YOU NEED TO FIND ANOTHER 
WAY AROUND TO GET THE BOOSTER. 


OTHE LIG REAPPEARS BRIEFLY FARTHER DOWN 

T THE CORRIDOR. YOU CAN GIVE CHASE, BUT IT’S 

POINTLESS. IT JUST DISAPPEARS AGAIN AS YOU 
i un CLOSE IN ON IT. 


You can easily nab the MedKit on the ground next to the 
vending machines. If you took a few hits during the first 
Ye] subway battle, use this to replenish any lost stamina. 


oe X. 
E h i N 
A K i à 
i bi 
1 
| Ede] ae | 
| ; : i i | 
| | iG | 
4 t | 
M 4, OO, \ FA 
» A \ | 
` NEU TUM : = ESITE PE NY | X ES “ | 
| e Ap, / NS 
NE "" e. M 
SAVE-IN. THE FAINT OUTLINE OF AN ASSASSIN DROPS | N—— = = 


IM THE CEILING OF THE TUNNEL. IT RUNS OUT ——e SE PNT 
OReTHE TUNNEL THROUGH A NARROW DOOR IN THE 


BEFORE WALKING THROUGH THE OPEN GATE AND ON 
TUNNEL’S RIGHT SIDE. 


TO THE NEXT SET OF TRACKS, LOOK FOR SIGNS OF 
THAT ASSASSIN. LOOK AT THE BLUE BLUR BETWEEN 
THE BARS HERE. THAT'S THE ASSASSIN'S “TELL.” 
4 D, The door POP YOUR REFLEXES SO YOU CAN GET THE JUMP ON 


A | opens into THE MONSTER: 


a 
| another siii. 
track tunnel. S a 
This tunnel i dA 
| | is cut off : ? i j 
/ | due to a amt 
9 m. 9./ | cave-in, too. g 


— "There is a- 
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THE OUTLINE OF THE ASSASSIN'S CLOAKING SUIT. YOU HAVE TO EXPOSE THE ASSASSIN TO TAKE IT 
1S EASIER TO SPOT WHEN USING REFLEXES. THOSE DOWN. ONCE THE CLOAKING SUIT IS OFFLINE, TRACK 
RED EYES ARE AN INSTANT GIVEAWAY, TOO. RAISE THE ENEMY AND BLAST IT. 
YOUR WEAPON AND OPEN FIRE BEFORE THE ASSASSIN 
LEAPS ON You. There are 
s . multiple 
N N 3 = 
^ | Assassins in | 
^ | this station. | 
| They work 
_ together. 
| While you 
| are tracking 
|. one of them, 


| another flanks you. If you do not react quickiy Hi the 

/ |. Assassin tags you with a melee attack that knocks 
/ |. you backward. The Assassin = to flee as you 

E D» recover from the punch, iu can follow its 
YOUR FIRST BULLET DISABLES THE ASSASSIN'S warping outline, | it will not gett 9 far. After bringing 


CLOAKING SUIT, BUT IT DOES NOT SLOW IT DOWN. down the second As: 
TRACK THE ASSASSIN AND KEEP FIRING UNTIL ITS your first piece of in 
BODY FLOPS TO THE GROUND. 


D INTEL 1 


The first piece of intel in this mission is not an ATC 
iik you lose sight of the As sin, chances are good it’s secret, but a newspaper clipping about the deterioration 
‘retreated to a shadowy: of the Auburn area over the last two decades. The report 


comes hack online. cites an anonymous source that provided the paper with 
i extensive documents to back up a claim of improper 
After disposal of hazardous materials at a top-secret site 
dropping the beneath the district. According to the source, Armacham 
Assassin closed the site 20 years ago, but did not remove the 
hop the ; contaminants. (Is this secret site the Vault?) 
turnstiles on | PON Bae Bote < 
the subway ] colledBhd 
landing to 4 
reach a set | the intel 


; climb the: 
' nearby 
escalator. mu 
» | Slow down- ^ 
^ €. / |when you 
Le ee 4 reach 
s TY and look et the closed'gate &o the left: 

*Within seconds, you spot the'signs of an Assassin 
© dropping out. of its hiding spot against the ceiling. The 

Assassin's cloaking suit signature is e giveaway, in 

"As 


of escalators 
and a small ticket window. After leaping the 
turnstiles, scan the scene for signs of an Assassin: | 
red eyes and warping shadows. The second you 1A . 
| ^ v— 
spot one, tap your reflexes so you can manage the e 
Assassin before it rushes you. 


lowilight conditions like this, giving you a moment to 
kick your reflexes and open fi fir 


Picking UP THE Pieces 


The 
. Assassins 
. rarely work 
_ alone (they. 
are almost 
| like raptors 
in this. 
respect), so 
"as soon as 
you neutralize the first one, reload id look for signs 
of its partner. The subway map in the middle of the 


have a full dip. you can tal 
close enough to strike. 


| E- 


GROSS THE UPPER PLATFORM. YOU NEED TO PUSH 
ASIDE THE RED VENDING MACHINE TQ MOVE DEEP 
INTO THEITUNNELS! BW EMER NOT ONLY pyn 
NEED TO DUCK DOWN 
TO FETCH THAT REFLEX INJEGTOR! 
EARLIER; BUT YOU MUST ALSO DEALIWITH TWO MORE! 
ASSASSINS. ROAMING THE PLATFORM, ii 


Drop 
down the 
escalators in 
the corner of 
the platform. 
The reflex 
injector is at 4 
the bottom 
of the frozen 
steps, together with some armor, Pick up both items 
and then retreat back up to the platform to take on 
the pair of Assassins. 


MISSION 7. 


- benches. If 


- seemingly 


MISSION STRATEGIES MULTIPLAYER 
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LN 


There are 
indeed two 
Assassins 
near the 


A^ 
m 
m 
m 
» 
Z 


you get too 
close, one 
pops out of 


nowhere and smashes you across the jaw. While 
reeling from the attack, you can see the Assassins 
moving to get away and regroup for another attack. 
Wait until you recover and then use your reflexes to 
slow the scene. Empty a clip into the Assassins to put 
them down for good. 


DiviNG DEEPER 


vorm, 


After shoving 
the vending 
machine 
aside, you 
walk deeper 
into the 
subway 
tunnel 
system. The 


lights he came fewer and far betweeñ as you slip back 


into a tunnel! Another piece of intel is: on the platform, 
sd get it before dropping down to the tracks. The intel 
is at the feet of a blood-soaked skeleton. 


INTEL Z 


The skeleton (/ 
is that of a vil A 
subway worker, 
The intel on 
the ground 
next to him is 

a warning of 
an electrical 
hazard in the 
tunnels. There is a sewer leak that has allowed puddles 
to develop along the track, Since these puddles are next 
to the rails, they will electrocute you if you step into any 
of them. To kill the power to the rails, you need to look 
for and shut off a breaker switch. 
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When you either side of the concrete is lethal. There is an open 


í ] 
| | hop down door farther down the next platform. More Replica 
| | from the troopers burst through it, so if you have a proximity 
| platform, mine, throw it near the door to set a trap. The 
z | stick to the electrical box on the wall (marked with the “danger” 
VS Cr | | right side of sticker) is another deadly trap. Shooting the electrical 
| the tunnel. box releases a quick flash of current. Any Replica 
Um 9./ | There are soldier standing near the box when it blows is zapped. 
/ puddles Like being hit with a shock grenade, this trick freezes 
of water to the left of the rails. As you melt back a soldier in its path. 


into the darkness, another Assassin drops from the pou 
ceiling and scampers off into the shadows. Pursue the / 
Assassin, climbing over the rubble and not penning 
down into the water. 


The rubble 
is from the 
collapsed 
street 
above you. 
Lights from 
a wrecked 
police 
cruiser flash 4 
in the tunnel. Instead of looking at the red and blue 


sie 


THE FIRST REPLICA TROOPER THROUGH THE DOOR IS 
COVERED IN ARMOR. SEVERAL HOSTILES FOLLOW THE 
INITIAL REPLICA TROOPER. SINCE THE PLATFORM IS 


lights, check the tunnel's right side. Ropes drop from NARROW, THE SOLDIERS REALLY ONLY HAVE ONE WAY. 
the surface and Replica troopers slide down. DAC DEALER T a ELSE 
n A SHOTGUN IN THIS CLOSE- OATHS AREA TO CUT 


"A THEME bees P 
Vc el dm 


The mem troopers need about two or three secondsto | ———— — a es: UE 

recover from sliding down the ropes. If you cannot pick i i at the far end of the platform, 
hem off the ropes, then try to shoot them before they right next to the door, Pop the can as a Replica trooper 
bursts through the door | to douse the area in fire. 


When 
all targets 
have been 
neutralized, — 
step through 
the door and 
into a series 

of service 
tunnels. 7 4 
More Replica troopers are ahead. At the end of the 
first stretch of hallway, a Replica solider is hunke 
down and waiting for you. Lob a grenade down the 


STILL HAVE A SNIPER RIFLE? HOLD BACK ON THE 


RUBBLE AND USE THE SCOPE TO TARGET THE hall and step back to cover. The Replica trooper is 
dolet en REDDERS ROMTA LAN SUSE ARTS near an electrical box. The blast breaks open the box, 
à After zapping the trooper with electricity. While the trooper “w 
3l eliminating is frazzled, pick it off with your guns. 
| the Replica : 
| | troopers, $ à 
| cross the c 
| tunnel on'the 
| fragments of >. " ` ag? 
| the street. P " 
The water on bh it & s 
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Missoni 


€ 
FOLLOW THE ume SETS OE N Ga 
ANOTHER REPLICA guide, Se rari AT vue EN 


BOX. SHOOT THE BOX OR. 


ELECTRICAL 
SHOCK, 
ELIMINATE IT. 


SPREADING GUT INITHIS SMALL SERIES OF TIGH 
CORRIDORS. A CLOSE-QUARTERS WEAPON LIKE TH 
F ocun IS PERFECT FOR DEALING DEATH WITH JUST 

n^ SINGLE SQUEEZE OF THE TRIGGER. 


When you 
nter the 


PE 


barrels on 

;g| the ledge 

| directly 

' ahead. No 
Replica troopers are in the area right away, but as 

.Sóen as you close in on the giant slab of concrete 

v vin the middle of the room, company arrives. Blast 
whichever barrel the Replica trooper walks near. The 
explosion:rips him apart, but it also lets everybody in 
the tunnels know exactly where you are. -— € 
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; The current from exploding electrical boxes can jolt you, 
too. Keep hack from the hoxes when you blast them or 
else you'll take a serious hit. 


P. à 
KEEP LOOKING*OVER YOUR SHOULDER FOR ANY 
REPLICA SOLDIERS TRYING TO SNEAK UP BEHIND YOU. 
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“Seas = 2 
MORE REPLICA REINFORCEMENTS AWAIT AT THE TOP 
OF THE STAIRS INSIDE THE PUMP ROOM. USE YOUR 
REFLEXES TO SLOW THEIR ATTACKS AS YOU PICK 
‘THEM OFF. 


After eliminating the Replica troopers on the ledge, 
circle around to pick up all dropped weapons. There is 
armor on the ledge where the barrels were, too. 


| point to a 
trap door 
in the floor. 
You can see 
14 Keegan at 

` the bottom 
of the 
ladder. But 
when you slide down the ladder to catch up with him, 
he's already on the other side of the pump room 
and shuffling through another door. You must keep 
up the chase, but the pump room is a death trap. 
Electrical currents are everywhere. The water on the 
floor of the room is deadly. You must kill the power to 
continue following Keegan. 


id 


the. power 
-dims the 
lights in the 


. But these are not 


- damage. Thankfull 


THE BREAKER BOX IS IN THE REAR DF THE PUMP 
ROOM. THROW THE SWITCH TO CUT OFF THE POWER 
S0 YOU CAN DROP DOWN TO THE BOTTOM OF THE 

PUMP ROOM AND SPLASH THROUGH THE WATER. 


Are there zs 
Assassins ` 


| 
EA EAP RAAS 


LE 


SER 


allowing you 
to see ghostly shapes m 


h the shadows. 


of the stairs, near thi 


oe 


| Specters 
: grow more 


/ | pump room, 

| weaving 
.around pipes 

and shelves. They appear as vapors in the co : 


SEY 


F SPECTER 
SOMETIMES 


| REMAINS OF ` 
PEOPLE THAT 

HAVE BEEN 
STRIPPED.OF os 
THEIR FLESH 
BY ALMA'S 


PICKING UP THE PIEGES BASIC TRAINING 


MISSION 171 MISSION 2 MISSION 3) MISSION 4 MISSION 5. Missian 6 


RENDEZVOUS AT 
KING STREET 


When you leave the pump room and enter another 
track line, Stokes comes over the radio. Morales has 
managed to get the APC out of the tunnel. He and 
Stokes will meet you (and hopefully Keegan] at the 
King St. station. S 


ERAN HOPPING 


, Now that 

|| the pump 

| room is 

| behind you, 

| you stumble 
* into another 
/ tunnel. A 

| subway car 

^de directly i in 


frond "f you. Jump from. the pl 
the car. Walk across the c 
opposite open door. Your 
gravel beneath the rails. — 


p through the 
ch se on the 


car and j jump over the railing to grab the moss from 
the barrels on the platform. 


There is 
another 
subway car 
on the other 
rail line in 
the same 
tunnel. The 
stairs next 
to the car TET 
lead up to a platform. A door on the platform directs 
you back into another series of service corridors. 
However, before going deeper into the subway 
tunnels, jump into the subway car and check the 
seats. 


TENUERE "E ios 
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INTEL 3 


The intel on fF 
the subway car 
in the tunnel 

is a memo to 
all subway 
staff. The 
memo details 
the cancel- — 

lation of a line 

extension out through eastern Auburn. It turns out 
there is already a tunnel system in that area. But it’s 
hot a metro tunnel. The tunnels are part of a classified 
government operation. The cover story for the cancel- 
lation is “geological concerns.” 


After f 
collecting — | 
the intel, — | 
move up the | 
stairs and 
into another 
series of 
service 
corridors. == 
There is a hall that turns off to the right, but you 
can see an open door straight ahead. Check the door 
before going deeper into the service corridors. More 
armor and incendiary grenades are on the narrow 
platform just beyond the door. 


/ 
1% os j 


DEAD END 


Ducking into the corridor to the right leads you down 
to a waterlogged room. If you kill your flashlight 
before entering, you may miss the Replica soldier 
hiding on the far side of the tank in the middle of the 
room. If you have a sniper rifle, you can pick him off 
from a safe distance. Otherwise, you must wade into 
the water and take him down the old-fashioned way: 
reflexes and assault rifles. 
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LOOK TO THE LEFT OF THE TANK. ANOTHER REPLICA 
SOLDIER IS STANDING NEXT TO A YELLOW BARREL. 
PING THE BARREL WITH A ROUND TO MAKE IT 
EXPLODE AND KILL THE TROOPER. 


The 
exploding 
! barrel and 
sound of 
gunfire 
. brings in 


Target them 
as they enter the room, — through the water. 
The Replica troopers try to use the pillars and tanks 
as cover, so you may have to move around to get 
clear shots at them. : 


Some of 
the soldiers 


that's dug in | \\ 
andirefusing ^— ————- 
to budge until you come close enough for it to get the 
drop, target whatever part of its body is exposed. 
Even an elbow will do. Shoot the exposed extremity 
and then when the trooper reacts to the pain, unload 
your clip into the rest of its body. When the water- 
filled room finally goes quiet, cross the chamber and 
climb the yellow steps. 


Collect weapons and a MedKit on your way to a ladder 
that leads up to a subway platform. 


LASER TAG ue 
iSo m 2 The subway 
/ 4 platform 
4 is crawling 
L with Replica 
troopers. 
| They are 
/ | actively 
hunting you. 
x es —' But they do 
not see you just yet. The troopers are E clear 
of the rails due to an electrical hazard. The trans- 
former between the rails is crackling with electrical 
arcs. You must find a way to turn off that trans- 
former so you can cross the tracks without getting 
zapped by enough juice to light up Vegas. 


om NA 


Use 
reflexes 
to fire the 
first shots 
and drop 
the closest 
Replica 
soldier. The 
scene erupts N 


USE THE INFORMATION BOOTH TO YOUR RIGHT AS 
COVER. (PLUS, THERE IS SOME ARMOR INSIDE.) 
TARGET THE REPLICA TROOPERS FROM THE WINDOWS 
SO THE LOWER HALF DF YOUR BODY IS COMPLETELY ~ 
PROTECTED. i " 


ADVANCE 
ALONG THE 
PLATFORM; 
DROPPING 
REPLICA 
SOLDIERS 
AS\ THEY 
STEP OUT OF 
HIDING. 
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»  Assoonas 
the water is 

i i i safe again, 

| more Replica 

| troopers 

| move in to 
stop you. 
The lead 

soldier 


A^ 
m 
m 
im 
» 
Z 


JUMP THROUGH TH : 
THE TRACKS WITHOU i 


DID YOU KEEP THE ENERGY WEAPON HALFORD GAVE 


YOU? USE IT TO DESTROY THE REPLICA TROOPER 
WITH A SINGLE SHOT. 


Shock grenades disable the Replica soldiers. Roll a shock 
T : the trooper with the laser gun. When it’s out 
THE SUBWAY, CAR Is AETUA 


POINT AGAINST Tike NEXT BATCH OF REPLICA NUM BASH sten out of cover, and unload an entire 
SOLDIERS. DUG OWN i 


| far'end of 5 Ne ee, 
the platform. 
Step through 
the open 
gate and 

" - zero in on | 
the breaker in n the rear of the room. When you throw 
the switch, the power stops. You can now drop down veces tmo 
into the water and continue up the subway tunnel. There are two laser cannons now at your disposal. 


After you blast the Replica trooper with the laser Step over the dead Replica to pick up the one it was 
cannon, that is. using and then swipe a second fram the half wall 


between the two rail lines. With a fully loaded laser in 
vou Seren head into the darknéSs. ahead: 
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DUCK THROUGH THE HOLE IN THE BRICK WALL AND | 
DOWN A ELIGE OF STAIRS. CROUCH DOWN 
GAP IN THE PLYWOOD AT 


INTEL 4 


Ingidethe. — 9 se q 
small room À 
beyond the 
plywood, 
you discover 
another piece | 
of intel on a 
table. It's an 
ATC supply 
report. The report details a list of pee being 

- delivered to the Still Island facility. The first manifest 
includes plastic storage containers, document folders, 
garbage bags, and moth balls. The second manifest is 
a little more questionable. This shopping list includes 
body bags, spill kits, nasal specula, epidural trays, and 
an "unspecified machine." x 


THE INTEL IN YOUR POCKET, CONTINUE MOVING 
THROUGH THE STORAGE AREA, STEPPING OVER : 

SKELETONS. STOP WHEN YOU REACH A BUS HANGING - 
PRECARIOUSLY THROUGH A HOLE IN THE STREET 

ABOVE. 


SUBWAY TUNNEL. JUMA (ON. Mb DERAILED CAR AND 
CAREEULLY. STEP BETWEEN THE SEATS. i 
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^ NEUES ES mc US Eu 


| 
| 
| 
i 


“CONSUMED BY El 
THE CAR. ONE. 
TOWARD YOU, BUT ‘SHE [DISAPPEARS AFTER ONLY A 
FEW STEPS. SHE’S PLAYING GAMES WITHIYOU NOW: 


A 


SE ie ee pe 


IF YOU KEEP THE BEAM ON THEM, THE LASER 
VAPORIZES THE REPLICA SOLDIERS AFTER JUST A 
WHEN: ALMA VANISHES, KEEP CLIMBING UP THE CAR. FEW SECONDS. 

JUMP OUT IE. OPEN DOOR AT THE BACK OF THE CAR 


ant t ARMOR. 


Be judicious with your use of the laser. There are not 
that many opportunities to pick up additional ammo for 


) There is a 
| snack bar on 


He, but hit your reflexes anyway. After just a few 
Steps, two Replica troopers rise up from behind the 
S Blast the troopers one at a time or throw a 


se in on the snack counter. After neutralizing , 
1 soldiers at the counter, train your weapons on 


A MEDKIT IS ON THE STOVE INSIDE THE SNACK BAR. 
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After defeating the Replica troopers around the | THE BATTLE BEGINS. SEVERAL REPLICA SOLDIERS 
snack counter, use the door next to the pay phones. __ CONVERGE ON YOUR POSITION. USE REFLEXES TO 
A E 3 is SLOW THEIR APPROACH SO YOU CAN TARGET THEM 
This leads to another service corridor. There is armor 9 ONE OA ONES 
in the small fenced-off area just inside the corridor. : 
The corridor opens out onto another subway platform. 
However, you must scramble over a large debris pile _ 
to reach the platform. Once you drop over the pile, - 
you cannot go back, so make sure you've picked up 
all the weapons and ammo you need from the fallen’ 
Replicas before moving on. — = 


NEW MONTGOMERY STATION 


"-— M The platform | 
j beyond the 


Another 
armored 
Replica 
soldier with a 
laser cannon 


the wall to y 
ice cart to 


fire. If you need a weapon, there is a nail gun leaning 

agairist the wall to the right. Use your reflexes to slow 
the scene while ducking behind the vending machine 
for cover. Throw a shock or incendiary grenade down 
the hall to damage the soldier. Reload your wea 
and wait until you have a full reflex charge bef 
stepping back out to eliminate the threat. 


TARGET’ THE GAS CAN AND POP IT AS SOON AS E a 
YOU SEE A REPLICA HELMET MOVE INTO VIEW FROM i ~ 
AROUND THE CORNER. B \ - * 
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Once you collect the armor and weapons, use the 
oP | door to the left of the mosaic to start your climb to 

|. the surface. Stokes comes over the radio. She tells 
you about the ATC tunnel in the vicinity that leads 
directly to Still Island. If you can find it, you can shoot 
straight out to the facility with the amplifier. 


| LAST STOP. 


^ The service 
| tunnel 
leads out 


| 
| to another 
| 
| 


WHILE THE SOLDIER 1 ING WITH THE ECTS subway 
DF YOUR GRENADE, UNLOAD A FULL CLIR INTO IT. | | platform: 
KEEP SHOOTING UNTIL THE SOLDIER FALLS TO THE 

T GROUND. A / | This one 


A se #7% os) | does not 
— look like it 
full of construction equipment 
e where the metro employees 
had to stop because they were 
nnel. As you cross the tracks, 
trooper jumping over the railing 
E OH ong Ss ‘to advance on you. Don't raise your weapon, though. 
The Replica trooper is standing next to an electrical hox. Step to the right of the rails and let fate take its 
Target the box to paralyze the soldier. course here. 


TO PICK UP THE LASER AMMO, MORE 
~ OUT TO PROTECT THE WEAPON. EL 


the traii 

flattens the 

first Replica 

trooper, 

others 

rush to 

investigate. 

When they 

catch a glimpse of you, they double-time over railings 
and around crates to launch their attack. Pop your 
reflexes to slow their advance and target them before 
they can mount their assault. Stick to. your. corner and 


@LOOK FOR THE AUBURN MOSAIC ON THE WALL OF THE userif/as cover to blast away at E » Repli E on.the 
PLATFORM. SOME ARMOR, INCENDIARY GRENADES, pd P. X = 
AND AN ASSAULT RIFLE ARE TO THE RIGHT OF THE S k 
MOSAIC. r 
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3 ree j 
RUSH TO THE CAGED AREA DN THE REAR OF THE USE your’ REFLEXES TO MANAGE THE INCOMING 
PLATFORM. PREMU MINES AND "AN ASSAULT RIFLE ENEMIES. THE REPLICAS WASTE LITTLE TIME RINCI Bs 
THE PARTITIONED AREA, LU THEIR WEAPONS ON YOU, SO KEEP YOUR IN: 
YELLOW STEP: 5 AA MINIMUM BY ATTACKING 


THE OFFICE 
_ AT THE TOP 
OF 


The folder in the dark corner of the office contains the 
troubleshooting section of the user’s manual for the 
Shark FL-3 Laser. The manual explains how low batteries 
or a dirty emitter can decrease the power of the laser. 
It also mentions an overheat light. If you leave the laser 
on for too long, the weapon can overheat. If the light 
does not turn off in 15 to 30 seconds, drop the Shark 
and get back. It's likely the weapon will explode. 


.. You spy Keegan at the stairs 
A i È TIME 
WHILE YOU COLLECT WEAPONS FROM THE OFFICE, surface. He's still in his trance, 
MORE REPLIGA TROOPERS BEGIN TO MOVE ON THE . the time you reach him, he's vi 
STATION. TARGET THEM FROM YOUR PERCH. JUMP option but continue your f 
OVER THE RAILING AND THEN CROSS THE TOP OF THE 
TRAIN TO REACH THE OPPOSITE PLATFORM. 
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BRIEFING 


After fighting through the Replica soldiers swarming the subway, the team finally goes topside. 

» Sgt. Keegan is missing. He hasn't been the same since Alma’s psychic attack at Wade Elementary 
School where he suffered the hallucinations. But now his grip on reality has fractured to the point 
A that he seems obsessed with pursuing an invisible woman. Lt. Stokes has practically given up on 
> Keegan’s recovery. Instead, she wants you to focus on locating a cargo tunnel under the city that 
, leads directly to Still Island. She and Sgt. Morales will rendezvous with you at Still Island. 


m 
U 
oO 
m 
Z 
Em 
m 
A 


Bo i 
ACQUISITION LIST 


FE.A.R. intelligence reports estimate the following items need 
to be acquired from the field during this mission: 


Intel Items: — Reflex Injectors: 1 


Please use these advance team reports to acquire these items. 
Collecting these items will significantly improve your under- 
standing of the situation in Auburn as well as improve your 
performance in the field. 


REFLEX INJECTOR: 


V Hm n J 


STUDENTS SUBJECTED TO WORD RECOGNITION 
EXERCISES MAY HAVE NEEDED REFLEX INJECTIONS 
AS PART OF THEIR TESTING REGIMEN. 
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The subway tunnel leads back up to the surface, placing you only several blocks away from ground zero of 
the blast. The shattered city is a dismaying sight. There is no sign of life, save for the Replica clones that 
mercilessly hunt you as you close in on the epicenter of the explosion. The fires have subsided as the amount 
of flammables decreases by the hour. Soon there will be nothing left but stone and twisted steel. The streets 
are too treacherous to travel by foot, especially as the concentration of Replica soldiers intensifies the 
closer you get to the tunnel leading to Still Island. You need a weapon that evens the odds and gives you a 
fighting chance against the ravaged environment and the hostile army marching in your direction. 


THE STREETS 


Auburn is no more. In its place is the collage of a There are frag and incendiary grenades on the crates 
mad artist that works only in crumbling brick and fire. next to the communications center. A sniper rifle rests 
The advancing Replica soldiers keep you from getting on a crate, too. If you don’t have a sniper rifle in your 
too depressed over the ruins, though. Reload your = arsenal, take this one. You are going to need it right 
weapon before you reach the surface and get ready away. 


for immediate engagement. 


P RODIEDG AND SNIPERS ; 


^H he 
| welcoming 
committee 
wastes no 


is the street from the tunnel opens fire. rigger 
flexes to erase his;advantage. Now that he's 


Use cars 
and the 
bars around 
the subway 
tunnel as 
cover while 
engaging 
the Replica 
troopers 
pounding up the street. They file around the communi- 
cations center, using the crates as cover. Use reflexes 


USE REFLEXES TO SLOW THE SNIPER FIRING AT YOU. 
ZOOM IN WITH YOUR SCOPE TO SGOREPA DIRECT HIT” 


to slow the scene and target heads as they pop up AND DROP THE SNIPER! 
from behind the boxes. The soldiers will advance when E 
you stop to reload, so be ready with a grenade, or ^ N 
at least fall back so you aren't too close while you're ~~ i 
unable to shoot. * 
EN z ber a 
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Another £ 
sniper is j 
across the 
street from 
the bombed 
out movie 
theater. The |. 
-pedlaser | 
gives away — 
_ his positio 
: slow him down so he cannot take TS shot. Then raise 
ur ae rifle and destroy him before the reflexes 


m 
u 
0 
m 
Z 
e 
m 
paj 


AS YOU ADVANGE UP THE STREET, A BRIGHT LIGHT 
STREAKS OVER THE CITY AND CRASHES TO THE 
GROUND ONIY A FEW BLOCKS AWAY. YOU KNOW THAT 

©) SIGN. IT’S AN EPA. 


After WHEN YOU GROSS THE WATER IN THE STREET, A 
* the EPA SNIPER ON TOP OF THE MOVIE HOUSE MARQUEE 
Z i TAKES AIM AT YOU. USE YOUR REFLEXES TO SPLIT 
crashes to 1 3 
1 HIS SKULL WITH|AN AGE SHOT BETWEEN THE LETTERS 
the ground, OF THE MARQUEE. 


you. One of the soldiers creeps along th side 
the street, closing in on the crates with the Sniper 
rifle. Tag the trooper as it approaches and then look 
toward the overturned cars ahead. Another Replica \ 
troopers pulls himself out of the nearby water and 
tries to open fire. Punch the reflexes and take him 
out before he can draw a bead on your position. More 
follow. Pull back to the left side of the street for cover 
and shoot them as they come for you. 


aa 


£ 


ENTER THE BUILDING ON THE LEFT SIDE OF THE 
STREET. THE SHARK IS ON TOP OF THE CRATES. THAT 
LASER IS USEFUL AGAINST REPLICAS WITH THICK 
ARMOR PLATING. 


The Replicas are not human. They know no fear. Alma will p : E 
let them use their tactical maneuvering to a degree. But ¢ A 
she also has no qualms ahout sending them on a death 

run at Yous There are always more playthings at the ys 
cloning facility for her to use. : 


pe 
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SHOOT THE REPLICA IN THE WINDOWS OF THE 
MOVIE THEATER ACROSS THE STREET. IF YOU HAVE 
A GLEAN SHOT, LOB A FRAG GRENADE THROUGH THE 
WINDOWS. 


As soon as the street is clear and the windows of 
the theater fall still again, cross the road and enter 
the lobby of the movie theater. 


KADER TRENDE 
When you 
step inside 
| the lobby, 
| the double 
| doors of 
| one of the 


“= 62 / | fly open. A 


culi with substantial armor stomps through the 


Hailta can roast you with the Shark. Let the 
come to you outside. You can shoot it as it 


NI 20000 O 


(jg S 
| 
d 


Al 
i 


Switch to the Shark (if you picked it up) and kick 
the reflexes so the Replica remains two steps behind 
you. Rip through the Replica's armor with the laser. 
It melts the plating as you hold the trigger. Keep the 


beam on the Replica and within seconds, it falls to the 


ground, cooked from the inside out. 


, | auditoriums . 


—á— NÓ huge | Replica 


| | pick up his 
| dropped 
| Nc ^ LES os / | weapon to 
`Ê x TE replenish the 


energy cells of yours. Next, step into the box office 
booth. A reflex injector rests on the counter of the 
box office. Pick up the armor and proximity mines 
inside the lobby and then investigate the auditorium 
the Replica burst from before it attacked you. 


\ 


< WEE E 

NONI e 
SUDDENLY, YOU GET A VISION OF KEEGAN IN THE 
THEATER. THE SGREEN HAS BEEN REPLACED WITH 
THAT GNARLED TREE AND THE SWING. HOW IS THIS 
CONNECTED TO ALMA? j 


it feels as 
if. you are 


: “right into the scene of the tree on the hill. Keegan 
j “reappears, He's standing next to the swing. This must 
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you repeatedly. Maybe this is one of her memories? 
Wait—if you're seeing slivers of Alma's memories, 
what memories of yours is she harvesting? Alma gets 
in your face again and pushes against you (at least, 
that's what it looks like—she doesn't seem as violent 
to you as before) right before the vision of the hill 
vanishes. 


|. You are 
| back on 
| the ruined 
(Street. — 
| Follow the 
trail of 
| desolation 
t4; | behind the 
—/ theater. 
Nou; are closing in on the. epicenter. This is dangerous 
territory. There is some armor on a crate on the 
street, but you may need to find £ ething a little 


NOW THAT'S MORE LIKE IT. 


When you 
approach..:: 
the EPA, you: 
see a body 
slumped on 
the ground 
outside it. 
It appears 


und below the telephone pole. Power cables 
draped into the water delivered a current that forced 
the EPA to shut down and eject the pilot. Unfortu- 
nately, that pilot was dumped right into a death trap. 
He was zapped the second he touched the water. 

But if you can somehow kill the current, you can take 
control of the EPA and use it against the Replica. 


MISSIONS MISSION 9. MISSION. TOI 


MISSION STRATEGIES MULTIPLAYER 
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SHOOT THE TRANSFORMER ON THE POLE TO SHUT 

OFF THE POWER TO THE GABLES. THE EPA COCKPIT 

IMMEDIATELY OPENS UP TO ACCEPT ITS PILOT. THIS 
TIME, HOWEVER, THAT’S YOU. 


BiG BERTHA 


The cockpit closes around you after you jump into 
the waiting seat. This EPA is exactly the same as the 
first armor suit you tested at the parking garage. 


. The beast is loaded with twin chain guns that cut a 


Replica in half with a single squeeze of the trigger. The 
missile pods are full and ready for launch. That's a 
good thing, too, since more delivery units are coming 
down from the sky now. You are not the only power 
armor on this block. 


DEATH MARCH 


The thundering EPA is the perfect means for surviving 
the upcoming gauntlet of man and machine. As soon 
as you start stomping down the street, a delivery 

pod crashes into the building directly ahead of you. 
Within seconds, a power armor kicks through the 
front wall of the building and opens fire. Unleash the 
fusillade: Lay on the chain guns and fire the missiles 
at the power armor's core. This is more than enough 
to reduce the armor to a scattered collection of spare 
parts. 


a t 
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Almost as 
soon as the 
f power armor 
is down, 
| a greater 
| threat 
| appears on 
| the second 
' - floor of the 
building. A green laser sweeps the street. There's 
a Replica soldier with a missile launcher up there. 
Immediately cut him down with your chain guns. If you 
have trouble eliminating him, the missiles are quite 
effective at smashing an entire room and everything 


in it. 
EP. 

Thermal view is great for spotting enemies among the 
piles of rubble, but you cannot see targeting lasers. 
Without being able to see the green laser of a missile 
launcher, you may misprioritize targets and zero in on a 
regular trooper with just a rifle rather than the one that 
can really rattle your cage. 


DESPITE SEEING A DEMONSTRATION OF THE FULL 
POWER OF YOUR EPA, INDIVIDUAL SOLDIERS STILL 
RUSH INTO THE STREETS TO OPEN FIRE. TEAR THEM 
UP WITH THE GHAIN GUNS. 


When 
you step 
around the 
first corner, 
another 
green laser 
pierces the 
ash and 
smoke. The > 
missile launcher is on the second floor of the building 
to your left. If the Replica fires, back up or step to 
the side and then zoom in so you can deliver a deadly 
volley of bullets. The Replica does not hesitate long 
between firing, so neutralize him right away before. 
dealing with any foot soldiers in the street. 


de hc 


AS YOU HAMMER THE REPLICA TROOPERS IN THE 

MIDDLE OF THE STREET, ANOTHER DELIVERY POD 

SLAMS INTO THE GROUND JUST BEHIND THE BUS 
WRECKAGE. 


If you 
keep your 
distance, the 
power armor 
jumps on top 
of the bus 
j and launches 
its attack, 
` ^ making it 
an easy target. Should you be close to the bus, the 
power armor instead sticks to the street and slides 
behind the wreckage, using it as cover. Shooting the 
power armor just raises it shii , but that. machine 
does not have the same Praec BDN systems as your 
EPA. E 


While 
keeping it 
rattled with 
your chain 
guns, launch 
missiles at 
the power 
armor. A 
direct hit 
from at least half of your volley is enough to overcome 
the power armor's defenses. The core of the machine 
pops and crackles. While it is vulnerable, finish it off 
with your chain guns. 


LOOK FOR 
SOLDIERS 
HIDING BEHIND | 
THE BUS AND 
{OTHER DEBRIS. 
THAT FLANKS 
THE STREETS 
AS-Yau 
ADVANCE. 
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Another 

power armor 

emerges 

from a 

ruined 

building. 

This is an 

ambush, 

X z however. m 
The power armor certainly looks ferocious, but the T. 
real threat is a pair of Replica troopers with missile mi 
launchers on the second floor of the building just g 
behind the bus wreckage. While you deal with the z 
power armor, the missile launchers can draw a bead zm 
on your position and nail you from above. m 

The first a 
of the two 
missile 

launchers 
is in the 
center of 
the building. 

The other is 
farther to 


the left, a bit down the street. If you stay close to the 
bus, this launcher has a greater degree of difficulty 
getting a good shot at you, so stick close to the 
corner. Raise your guns to the site of the green laser 
and unload until it vanishes. 


Now; return your attention to the power armor. As you approach the corner, you discover there 
The armor is peppering you with machine guns, but are several Replicas with missile launchers in 
yeur shielding absorbs most of the damage. You that building. It's a vipers' nest. Sweep the line of 
can recover from those attacks with only a couple launchers with your guns as they move to the edge 
seconds of downtime. Zoom in and pop four missiles of the roof to take their shots. You must clear out 
right into the power armor's core. Keep on the guns this group fast because if they successfully push you 
while the missiles batter it. The missile volley, if it around with their coordinated attacks, you may lose 


does not destroy the armor outright, will at least keep ^ che EPA. 
its shields offline long enough for your guns to finish 
the demolition job. 


hu d "ESSERI DE EN REI : 
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In the 

| event that 

j the EPA 

| does go 

| offline, you 

can find 

| caches of 

| weapons in 
the store- 

fronts along the streets. Just to the right of the 

bus, for example, is a missile launcher, armor, and 

proximity mines. Harvesting the dead Replicas' gear 

will give you a fighting chance as you clear out each 


block. But the firepower of the EPA is tough to match. 


DON’T IGNORE THE SOLDIERS IN THE STREET. 
FOR TOO LONG. AFTER ELIMINATING THE MISSILE 
LAUNGHER THREATS, GLEAN UP THE REPLICA THUGS 
ON FOOT. 


When you round the corner after the bus, another 
power armor arrives via sky drop. The power armor 
lands in the middle of the street. Zoom in on the site 
as the power armor emerges from its delivery pod. 
When it stands up, put it right back down with your 
missiles and chain guns. 


Keep an 

'| eye on the 
wrecked 

| storefronts 
for foot 
soldiers. 
Your thermal 
vision is 
useful for 


saith out targets amongst the debris and garbage, 
but the orange targeting boxes are also useful tools 
for identifying enemies. 


ANOTHER DELIVERY POD STREAKS DOWN FROM THE 
HEAVENS, BUT IT’S BIGGER THAN THE PREVIOUS 
ONES, 


IT’S ANDOTHER'EPA. 


Immediately “ 
open fire on 
the EPA. Its 
shielding and 
self-repair 
systems work | 
overtime to 
repel your 
chain gun s = 
attacks, however, if you can shake the EPA bad enough ` 
it lowers the shield. Every single,bullet.you put in.the 
core brings you closer to victory. Missiles are. the key for ^ « 
putting those shields offline. As the:EPA rushes toward 
you, fire your missiles at its core. Keep on this. As soon. 
asthe missile icons in your n turn bilie, do not 
hesitate. Fire again. » - E 
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' When the Walk : 
| 4 4 |EPAisclear ^ through Á 
| i "m. X" | of the cars the ruined | 

Low" ; s | 4 and building | buildings. 

| | debris, it There are 

| | runs directly no Replica 

| soldiers to 


u- f 
| | à Stop  engageas c» r e j 
E dg ends = : -you push ; 

before it clashes with you at cl ough the depressing wreckage. Stokes comes over 
slamming the EPA wil e radio, but it’s difficult to hear her with all the 

atic and interference caused by being so close to 
core of the EPA, destroyini © ground zero. 

cannot engage the sl elds ^ longer, so idis chain á 
gun attacks do full dam | 
the EPA because if it o 


GROUND ZERO 


E Stepping 
out of the 
buildings 

| and into the 
street is 
like walking 
into the 
heart of the 
apocalypse. 
All four horsemen rode through here, leaving nothing 
> but death and misery in their wake. This is what the 
| worst of humanity looks like. When you walk down 
| the street at the epicenter of the explosion, you see 
| the flickering ghosts of innocent civilians that had 
| waka stripped from them without warning. 


the weapons caches in tl 
launchers are the only effe 


the EPA. 


A lone 
figure cuts 
a sorrowful 
silhouette 
against the 
billowing 
| smoke still 
ct s rising from 
ye n the explo- 
iol ls epicenter, It's Keegan. He etatis at the edge of the 


Unfortu- 
nately, this crater, looking into the pit. As you approach, he disappears 
is the ‘arid of E again. It’s hard to tell at this point if that’s really even 
the line for Keegan. Yes, it looks like him. It wears his uniform. But 


perhaps all that remains of him is just a fluttering beacon 
designed to draw you ever closer to Alma. 


There is 
nowhere to 
3 go but down. | 
mb over and the holes i in the buildings are not big You must 
enough to accommodate it. You must abandon the descend into 
EPA in the street. After getting out of the cockpit, the crater 
enter the hole in the wall where the last of the foot to loeate the 
*eeldiers attacked following the EPA battle. cargo tunnel - Y 
that leads F 


Sara ; t&'Still Island. Perhaps the blast{expdsed part of the 
tunnel and you can-access.it from here. Step over the 
lip of the crater and walk down the sewage pipe. 


è 
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j EJ 
AS YOU MOVE THROUGH THE WREGKAGE, YOUR Just behind Keegan, thoug! : 
VISION Due cum a THEN AGAIN, that leads to Still. Island. As so 
you have a straight shot to Still Islan 
to be many, many Replica tro 
ever produced—converging 
frosty. The toughest 


MORE SPECTERS FLASH IN AND OUT OF VIEW THE 
DEEPER YOU GO INTO THE CRATER. THEY DO NOT 
ATTACK. THEY JUST RELIVE THEIR FINAL MOMENTS IN 
PEACE. 


the Crater, 
standing on 
a segment 
of broken À i 
freeway that essa a 

juts over the ~ 7-4 rau : S 
abyss. Keegan raises his arm. Not to you, though. He 
is looking at a far-off place, staring into his own sun. 
As always, when you close in, Keegan vanishes into 
the wind. 
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MISSION: APPROACH 


pum 


Still Island. The cargo tunnel leads all the way to the Still Island facility and your only chance to 

stop Alma. Expect heavy resistance as you close in on the Telesthetic Amplifier. Sgt. Keegan 

^ remains elusive, keeping one step ahead of you as he too moves closer to Still Island and his own 
. date with destiny. 


> 
T 
T 
ZH 
0 
> 
0 
at 


ACQUISITION List 
F.E.A.R. intelligence reports estimate the following items need to be acquired from the field during this mission: 
Intel Items: 7 Reflex Injectors: 1 


Please use these advance team reports to acquire these items. Collecting these items will significantly 
improve your understanding of the situation in Auburn as well as improve your performance in the field. 


REPLICA BROCHURE 1 (INTEL 1): STS GUIDELINES (INTEL 2): TRANSFER NOTICE (INTEL 3): 


Lo 
Sy 


EAGH REPLIGA SOLDIER SAMPLE THE OPERATION MANUAL FOR THE CHECK EVERY INSTRUMENT PANEL 


1S SHIPPED WITH DOCUMENTATION. TRANSPORT SYSTEM SHOULD BE FOR INTEL THAT COULD BE USED 
RECOVER THIS VALUABLE INTEL. NEAR ONE OF THE TRAMS. IN A CASE AGAINST ATC. 


REPLICA BROCHURE: 2 (INTEL 4): PROJECT ROSTER (INTEL 5): REPLICA BROCHURE 3 (INTEL 6): 


Tet. 
ë / 
Bm pf 
INSPECT EVERY CORNER OF THERE MAY BE AN ENERGY ADDITIONAL INTEL ON THE 
THE STILL ISLAND FACILITY FOR WEAPON IN THE STILL ISLAND REPLICA PROGRAM CAN BE 
USEFUL INTEL. FACILITY. CHANCES ARE THERE IS RECOVERED INSIDE THE STILL 
VALUABLE INTEL NEAR IT. ISLAND FACILITY. 
REPLICA BROCHURE 4 (INTEL 7): REFLEX INJECTOR: 


d a, IF THERE ARE 
ASSASSINS IN 
THE AREA, THERE 
1S A STRONG 
CHANGE You 
WILL DISGOVER A 
{į REFLEX INJECTOR 
Os / NEARBY. 


INVESTIGATE 
THE AREA NEAR 
THE LOADING 
BAY FOR ANY 
ADDITIONAL 
INTEL. 


FEAR2 


PROJECT ORIGIN. 
PRIMA OFFICIAL GAME GUIDE 


Intercepting Keegan has proved difficult, what with him seeming to know exactly how to keep ahead of you. 
In addition, wave after wave of Replica soldiers under Alma’s command have stepped up their attacks—and 
have done so with better weapons. Expect the Replica soldiers to ratchet up their attacks as you close in 

on Still Island. The trip through the cargo tunnel is especially treacherous, as the Replica troopers will far 
outnumber you in close quarters. You cannot allow the soldiers to overwhelm your position. You're too close. 
When the cargo platform finally does reach the Still island site, your mission is far from over. There are sure 
to be more Assassins patrolling the shadows of the facility. 


CARGO TUNNEL 


The cargo tunnel that leads from the city to Still 
Island is a straight shot. You just need to hijack a 
cargo transport and race through the tube to access 
the facility. However, the tunnel can accommodate 
two cargo transports at the same time. If the Replica 
soldiers can take control of a transport, too, they will 
dog you all the way to the island. 


LOCATE TRANSPORTATION 


The mission begins with you: slipping int th unnel 
via'the hole at ground:zero. The hole drop: sti 
down: into a machinery room. There is a cache bf 
weapons (shotgun and assault rifle) and armor inside 
the chamber, off to the left when you first touch solid 
ground. 


| After 
| picking up 
the gear, 
run down 
the steps on 
| | the far side 
| | of the room 

| and move 

: through the 

corridor to locate the actual cargo tunnel. The blast 
severed the transport mechanism along the top of the 
tunnel. One of the transports is buried in rubble. You 
cannot start your journey to Still Island from here. 


RUN ALONG THE CATWALK BEHIND YOU AND JUMP 
OVER THE GAP TO REACH A SERVICE TUNNEL. 


YOU'RE IN LÜCK: THERE IS ANOTHER TRANSPORT IN 
OPERATIONAL CONDITION IN THE HOLDING AREA JUST 
AHEAD. 


Climb down / 7> 
the nearby 
ladder. The 
tremor from | 
the blast | 
caused a | 
serious 
debris slide 
that's ruined 
the platform below you. You must slide down the 
rest of the way.to reach the landing.beneath y6u and 
access the transport. At the bottom of the slide, duck 
into:the corridor straight ahead: and follow it until you 


‚locate a Replica delivery pod. The doors-are open, but « 


there is no.Replica trooper inside; Instead folder falls 
out of the pod. That's your firs! ie of intel. 
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INTEL 1 


The papers 
that fall out of 
the Replica pod 
are actually a 
sales brochure 
for the Replica 
troopers 
themselves. 
This brochure 
sells the Replica soldier as the ultimate warrior. Replica 
soldiers are fast, strong, and have absolutely zero 
conscience to trip them up on the battlefield. For the 
same price as a professional mercenary, you can have 

a Replica soldier with complete loyalty. The Variant 7 
Replica soldier accepts voice commands, but the unit 

is preconfigured to accept psychic commands from the 
Harbinger Telesthetic Commander as soon as those 
become available. 


dor clipping the Replica soldiers 
as and pillars on the 


HOVOeddY 


THE UPSTAIRS OF THE LOADING BAY IS STOCKED 


WITH REPLIGA PODS. FORTUNATELY, THEY DO NOT 
OPEN AS YOU APPROACH. CIRGLE THE BAY AND PICK 
UP ANY DROPPED WEAPONS BEFORE WALKING TO THE 

TRANSPORT. 


INTEL 2 


Just before 
stepping onto 
the cargo - 
transport, look 
down to spot 

; another piece 
of intel. This is 
the operations 
manual for 


you just around the n 
into the loa a 


slow the AS 
A N 


Replica 


| Foer: a6 the transport system. The manual states specifically 
they exit not to attempt to deploy the transport manually. 
their pods Each transport tram has been programmed for the 
| and rush length of tunnel on which it will be used and the entire 
: across the system monitors traffic to prevent collisions. Manually 
o attack. They advance toward you via overriding this system could result in a crash that is 
; ea g ere is an explosive barrel at the bottom likely to end with a loss of life. Any ATC employee found 
* the stairs. As the troopers drop down to your part to have caused an accident by manually operating the 
of the bay, throw a grenade near the barrel to create transport system will be terminated. 
8 fireball that incinerates the incoming soldiers. seg "in Ww 
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HE REPLICA 
“TROOPERS 

AS YOU CAN 
BEFORE THEIR 
TRAM MOVES 
UP TO MATCH 
THE POSITION 
AND PACE OF 


A MEDKIT AND SOME ARMOR ARE ONBOARD THE 
TRAM. IF YOU DO NOT NEED ARMOR RIGHT NOW, 
LEAVE IT. IT MAY COME IN VERY USEFUL IN JUST 
A FEW MINUTES. THE CONTROL PANEL FOR THE 
TRANSPORT SYSTEM IS AT THE FRONT OF THE TRAM. 
ACTIVATE THE PANEL TO ALIGN YOUR TRAM WITH THE 
TRANSPORT TUBE AND START YOUR JOURNEY. 


DEATH AT 70 MPH i 
_ After 


activating - 

g L. THE SNIPER RIFLE IS A GIFT IN THIS SEQUENCE. 

the control YOU CAN PICK OFF THE REPLICA SOLDIER AT THE 

panel, the ~ CONTROL PANEL OF THE OTHER TRAM AS WELL AS 

system OTHER REPLICAS THAT ARE GETTING INTO POSITION 

: NEAR THE CRANE THAT WILL EVENTUALLY BRIDGE THE 
TWO TRAMS. 


cannot see beyond either edge of the transp 


just 
already picked up an impressive amount of speed. 


enters the cma 3) Em i os 

Eu. pu VC 53 
main tunnel; THE REPLICA SOLDIERS SWINGYA LOAD OF STEEL 
another I-BEAMS ACROSS (THE GAP BETWEEN THE TWO TRAMS. 
" : THERE IS NO WAY!TO STOR.THEM FROM COMING OVER 
pant MISES NOW. YOU NOW NEED TO LIMIT THEIR NUMBERS. 
from the 
left to run - 
parallel to E IU e Cs TN. UT 


it. As the tram comes into view, you see movement. 
There are several Replica troopers onboard the neigh- 
boring tram and it is moving closer. After just a few 
moments, the two trams will be right alongside each 
other, giving the Replica soldiers an opportunity to 
board. 


THE POTENCY AND PRECISIONSOF THE LASER MAKES 
IT AN. OPTIMAL: WEAPON FOR\NEUTRALIZINGSAS. MANY 
OR THE RERLICAS AS POSSIBLE BEFORE.THEY CROSS 


" TO YOUR THAM 
; . Ma 


" 
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SION 5 MISSION 6 


\ A few of 

| the Replica 
| troopers 

| are brazen 

| enough to 

| leap across 


down on your tram. The soldiers cannot attack rig! 
away, as they have to drop to a bent knee to i 
the shock of the jump. Target them in this vulnerable 
moment. 


=> É [ va a) / 
USE THE CRATES ON YOUR TRAM AS COVER WHILE 


HUNTING) THE REPLICA SOLDIERS THAT HAVE 
P BOARDED YOUR TRANSPORT. 


Remember where that armor and MedKit are? These 
Replica soldiers are crack shots and can quickly chisel 
away your armor. 


track. When the door between the two trams opens, : 
more Replica troopers step through. i 


Use frag grenades to blast any Replica boarding your 
tram through the corridor that connects the two trams. 


Cross into 
the forward 
tram. 

| Another 

| tram loaded 

| with Replica 
soldiers 

| moves into 
position next 

to yours. Ropes.drop from the Replica-controlled tram and 

troopers begin their descent. Pop.your reflexes.and shoot 


MISSION 7, 


MISSION STRATEGIES MULTIPLAYER 


MISSIONS MISSION 9. / MISSION 10 MISSION 1]. MISSION 12 MISSION 13° Mission 14 


them off the ropes as they drop down to your tram. If too 
many either drop via the rope or jump down onto your 
tram, fall back to a defensive position near some crates 
and rely on your scope to take on incoming threats. 


Many of these Replica soldiers drop health boosters 
when you kill them. 


IN VERY CLOSE QUARTERS AMONGST THE CRATES, THE 
SHOTGUN DOES WONDERS. A SINGLE SHOT AT POINT 
BLANK RANGE SAWS A REPLICA TROOPER IN HALF. 
The Replica = —. 

troopers Ke 
obviously did mm 
not read the x 
instructions. 
They have 
been 
manually 
positioning 
the trams to get alongside your transport so they doula 
board. As a 


‘screwed up. 


moving before this tram is! knocked off the 
ack. Shoot the Replica soldier on the tram above you 
and then dive through the passage that connects your 
current tram with the one directly in front of it. 


a) The next 
I} tram is also 
' 4 crowded 


| with Replica 

| troopers. 

| Shoot them 
j| | from a 

| distance if 
v : / possible (the 
sniper rifle again proves its worth) before Nasenting to 
clas&quarters kills that expose you to dangen Because 
thege are several Replica soldiers gh your.tram; slowly 
adyanee on them so none have the chance to flank you. If 
you rush to the middle of the tram, Jour imay miss spotting 
one moving between the crates to fall behind you. 


Ü 
wa Oo j 
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CATWALKS 
A you 
lose in on 
| Keegan, he 
al buries his 
head in his 
hands and 
shudders. As 
| you climb the 
yellow steps 
TT rush to him across the catwalks, you are struck 
WHEN THE REPLICA PATRONS. DOWN AND YOU HAVE = bya headache and Keegan disappears. When yonr 
COLLECTED ALL OF THEIR WEAPONS AND pROppebD — Vision clears, you. spot Keegan again, farther along 


HEALTH BOOSTERS, APPROACH THE CONTROL PANEL Bu catwalks. Are you Phasing him or NT is lending you 
AT THE FRONT OF THE TRAM. "somewhere? 


Gi cm 


you off to the side t 
buckles and eu upon itself. 1 


~ IT DOESNT 
[SEEM TO X 


the platform 
below you 
to the left 
of the smashed transport: When you reach the edge 
of the platform, you can see Keegan ahead. He has 
his hand in the air like he's waving at something. Is he 
waving at you? Drop down to the floor below you so ~ 
you can pursue Keegan across the catwalks. 


UNDER STILL ISLAND 


After a wild ride through the cargo tunnel, you finally 
crash into a bay deep beneath Still Island. You caught 
up with Keegan again, but every time you seem to get 
close to him, he just slips a little farther away. 


x " E GERE IS AN AREA LINED WITH. ÎINSTRUMENTS AT THE. 
7 STOR OF THE LADDER, YOUR NEXT. PIECE OE INTEL Ie 


x > HERE. 
ae dev 


i 
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INTEL 3 


On the ground, — — 
next to a wall "et 
4 


of instruments, - 

is Alma's 

transfer 

notice. The k s e P 
notice says jw x / 
that Alma Ne m Wm, c 
is scheduled 

to be transferred from Still island to the Vault in 
Auburn on August 24, 1987 for permanent storage. 
During the transport sequence, Alma will be placed 
inside a containment system complete with telesthetic 
shielding. The notice underscores the need to keep the 
suppression system around Alma at full power during 
the entire transfer. If personnel stand too close to the 
transfer unit and the shield fails, Alma can strip flesh 
from bone with just her thoughts. 


HOvOHddVWV 


VOR onsec sica 


k al i 


C6] 


4 nu, e z 


mmm INTEL 4 


“YELLOW LADDER | IN Another 

WEAPON BEFO [ - . Replica 

: i brochure waits 

at the bottom 
of the ladder. 
This sales 
pitch tells N 
| prospective Nee a 
| customers : 
` that the Replica soldiers are engineered and trained in 
a number of different specializations. Ground combat 
forces include infantry, snipers, and heavy weapons. 


TE Y p * 


x ORE CROSSING THE CATWALK TO CLOSE IN ON 
KEEGAN, SLIDE DOWN THE LADDER TO THE RIGHT. 
THERE IS ANOTHER PIECE OF INTEL AT THE BOTTOM, 


the'telitale 
warping 


effect of These units are trained for hostage rescue, search and 
in. Hit your reflexes as soon as you spot destroy, and small unit tactics. ATC also offers recon 
Assassin may get the drop on you. An Replica soldiers that are trained for infiltration and 
is devastating, especially if you are assassination. Finally, there is a mechanized combat 
/or health. Empty your clip into the program that produces soldiers trained for powered 


't stop until it's on the ground and armor. 
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Climb 
y | back up the 
ladder from 
the intel 
grab and 
start across 
the catwalk. 
About 
halfway 
across, Keegan turns away and disappears deeper 
into the facility. Before chasing him all the way across 
the catwalk, hop the railing to the left. There is a 
secret passage you need to investigate. 

The CS 
passageis | 
more of a 
crawl space, 
so crouch 
down. It 
hasn't 
been used 
in a while, 
as evidenced by the dus and cobwebs. When you 
emerge from the crawl space, you're in a small work 
area. There is a bench loaded with proximity mines, a 
MedKit, and a shotgun. Take the ganr: Then m ready 
to take a punch. : 


5 A 


NAT : E 


THERE'S AN ASSASSIN LIP HERE. USE YOUR 
REFLEXES TO SLOW THE ASSASSIN'S ATTACKS. 
RESPOND WITH MELEE BLOWS GF YOUR OWN TO 

KNOCK THE ASSASSIN BAGK AND THEN FILL IT WITH 
LEAD. 


NEXT, CRAWL 
BACK THROUGH 
THE PASSAGE 
AND RETURN 
TO WHERE YOU 
LAST SPOTTED 
KEEGAN. 


FOLLOW THE CORRIDOR AS IT MOVES ALONGSIDE A 
HUGE PIPE. CLIMB THE LADDER AT THE END OF THE 
CORRIDOR. 


a 


Ne 


THERE IS A WEAP 
THE LADDER. ‘Nora 


THE PROTOTYPE ENER 3Y 


YOU CAN CARRY AND TH 
FEW S 


INTEL 5 


This piece of 
intel is the 
mother lode—a 
complete 
roster of all of 
Armacham's 
secret 
projects. A 
basic rundown 
of Icarus, the bioengineering project for addressing 
health concerns in microgravity conditions, is followed 
by the skinny on project Origin, which is the creation of 
psychic commanders that can control entire battalions 
of Replica soldiers. This is the project directly linked 

to Alma. Project Harbinger, the one you are somehow 
involved in, is listed as a new plan to create psychic 
commanders from adult subjects that already show 
advanced psychic talents. Project Paragon is the means 
of identifying Harbinger candidates in children; Wade 
Elementary was ground zero for this project. Finally, 


. there is a new project mentioned here that you have s 


not heard of: Pythagoras. Project Pythagoras is the 
development of a "smart pill" that increases mathe- 
matical aptitude. This project is apparently still active. 
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INTEL 6 


After 
collecting ‘ 
the weapons ; The third 
and intel . Replica / D 
you spot. ; brochure at 

the bottom : 

Keegan of the ladder A 
on a pising _ explains 4 
platform in a that it takes 1 


two years wx Oem o, / 
to mature a y 
Replica soldier. Once matured, it takes an additional 
two years to complete programming and training. 

ATC is hopeful it can reduce the length of the process 
n coming years by continuing to work on genetic 
imprinting and direct neural data transmission. 


giant hangar- 
sized chamber. 
its path, Keegi 


DHdadN/ 


V. 


Ho 


USE THE 
CONTROL 
| PANEL AT THE 


BASE OF THE 
PLATFORM 
TO LOWER IT. 

C Now, WALK 

UP THE RAMP. 

AND STEP ON 

TOP OF THE 
PLATFORM. 


— 


WHEN YOU ENTER THE CHAMBER, FOLLOW THE 
USE THE RAMP TO DROP BENEATH THE 


Ce A 
platform is | 


h i E um 
SGAN WAS RIDING: THE LADDER TO TH pressure 
[z HE PLATFORM IS BROKEN. YOU MUST 2 y 
STABLE PLATFORM ITSELF TO MOVE sensitive. | 
As soon as . | 
you step on 


"Cr 


LE Oe / 


] 


| 
| 
f | 


Drop down f) 


z from the | 
i= LOWERING THE PLATFORM, WALK TO THE FAR l tfi to hg 
aut AREA AND LOOK FOR A YELLOW LADDER pla orm | 

| 
| 
| 
| 
| 
| 


T T Z^. 


DOWN. MORE INTEL IS AT THE BASE OF THE the catwalk 
: evel tb below. When 
Apo you look 
MUR at the far 
j end of the = / e 
chamber, GME ^ 


you see Keegan's silhouette re ote iq white 


light, He stands in the presence of the | waying 


in,s6th awe-and stupor. Don’t admire’ too 


X 


p because there is art Assassin on its way. 
oe ae vs |^ 


By, 4 
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WHEN YOU SEE THE BLURRING EFFECTS OF THE 
CLOAKING DEVICE, HIT YOUR REFLEXES AND OPEN FIRE. 
DON’T STOP SHOOTING THE ASSASSIN UNTIL IT SLUMPS 
TO THE FLOOR. THE ASSASSINS ARE BACK TO WORKING 
IN PAIRS. AFTER ELIMINATING DNE OF THE ASSASSINS, 
LOOK AROUND FOR THE FAINT GLOW OF THE OTHER’S RED 
EYES OR THE WARPING EFFECTS OF ITS CLOAKING SUIT. 


GTIVATE THE CLOAKING SUIT. Now you GAN USE 
REFLEXES TO SLOW THE MONSTER AND FINISH 


aat Saat 


WHEN YOU SLIDE DOWN THE NEARBY LADDER, 
ANOTHER ASSASSIN ATTACKS. IF IT GETS THE DROP 
ON YOU, USE MELEE ATTACKS TO BUST IT ACROSS 
THE FACE UNTIL IT GRUMPLES. 


P 


- make your 


Alternately, you can walk to the edge of the rising 

platform and try to taunt the Assassins into coming 

to you. Use the shotgun to blast the Assassins as they 

swarm the platform. The risk with this approach is that 

the Assassins will surround you. If you are low on armor 
_and health, the Assassins will work you over pretty 

good if they manage to get you in the middle of their 


p coordinated attacks. 


After 
destroying 
the 
Assassins, 
you can 


move on — 
Keegan. 
However, 2 e S 
before walking across. n. catwa to his figure in 
the light, drop down the ladder at the end of the 
gangway below the ple ‘here is another ladder 
nearby that leads up secret room. A reflex 
i Now, return to the 


to the control pan 
the right and lower i 
the exit. j 


BEWARE OF ANOTHER ASSASSIN LURKING: AROUND, 
THE CONTROL PANEL. DO \NOT TRY TO OPERATE THE 
PLATFORM UNTIL THE ASSASSIN IS DOWN, OR ELSE 


IT WILL STRIKE YOU WHILE YOU ARE-ATSTHE CONTROL 


PANEL. à i 


ae "E 
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The 
second 
More shock grenades and armor are on a small TM Assassin 
to the left of the platform. : 


HüwvO«?ecdcdNvZ 


i ACTIVATING THE CONTROL PA 
\ PLATFORM. CLIMB ON TOP OF I 


Ei. 


THE THIRD ASSASSIN FLIPS UP TO THE PLATFORM 
JUST AS YOU NEAR THE LADDER THAT LEADS TO 
KEEGAN. RELOAD AND LOOK FOR SIGNS OF THE 

ASSASSIN, LIKE THOSE RED EYES. 


FINALLY, 
YOU'VE 
REACHED THE 
WHITE LIGHT. 
KEEGAN HAS 
DISAPPEARED 

"INSIDE IT. 

WALK INTO THE 
LIGHT TO GIVE 
CHASE: 


STEP OFF THE PLATFORM AND ONTO A METAL SHEET 
OVERLOOKING KEEGAN. HE IS STILL AT THE WHITE 
LIGHT, STARING INTO SPACE. 


you step 
off the 
te, look for the warping effect against the 
n you spot it, hit your reflexes to slow the 


THE LIGHT LEADS YOU INTO ONE Or. Mp. VISIONS 


OBÁTHE TREE ON THE HILL. KEEGAN] s INSTDEgYOUR 
VISION THIS TIME. AS YOU APPROACH HIM, He TURNS 
TONYOU AND ANGRILY SHOVES@®vouU BACK. HE WANTS 


5 5 P 2L ALMA‘TOSHIMSELF. + A 
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j. Pushed 
| out of your 
| own vision 
| by Keegan, 
| you arrive 
| back in the 
facility. The 
| white light 
——/ is gone. 
Open the doors that now stand in T of the white 
light. There is a MedKit in the next room. Follow the 
passage out of the room and down a ladder. Keep 
watching for signs of the Assassins. There is another 
one in the dark corners of this area, just waiting to 
pounce when you least expect it. 

IMMEDIATELY HIT 7 
YOUR REFLEXES 
AS SOON AS 
YOU SPOT THE 
ASSASSIN. 
OPEN FIRE AND 
DON’T STOP | 
SHOOTING UNTIL. | \ 
THE ASSASSIN | 


COLLAPSES TD | 
THE GROUND. N 


Follow 
the path 


set of yellow 
When you climb 


before trying to cross the room. However, before 
climbing the steps, check beneath them for your last 
piece of intel in this mission. 


INTEL 7 


Another 
Replica 
brochure is 
under the 
steps beneath 
the ATC logo. 
The brochure 
advertises 
the method " 
of storing Replica soldiers: GuickDeploy stasis pods. 
The brochure states that the pod's nutrient dispenser 
and waste filters must be changed every thirty days. 
The pods are also designed to be stacked for easy 
transport. 


After 
recovering SS 
the intel and | >> 
gathering 
the sniper 
rifle, press 
the manual 
door 
override: ; 
switch to lower the massive door into the loading bay. 
As the door sinks into the floor, you can see the first 
of many Replica snipers. Just follow the red targeting 
laser to its source and start cleaning house. 


LOADING BAY 


The cavernous l 
including sever 


Use reflexes to slow the snipers down 
targeting lasers settle on your position. 
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CONTINUE | 
SWEEPING THE e | 
WATGH FOR 
CATWALKS; 
ADDITIONAL 
LOOKING FOR 
SNIPERS ON 
SNIPERS. | 
THE GATWALKS | 
FOLLOW THE | 


NEAR THE 
RED LASERS 
CRANE. 
TO THEIR 
HIDING SPOTS. Goes | 


| 


You need j As you 
to activate | close in on 
the tram in | the crane, 
the middle several 
of the | Replica 
loading bay | troopers 
to escape , | rush into 
the Replica £ | the loading 
troopers. —— ^ bay from 
When you try to use the co : i room. Hold your ground on 
warning message tells you that the tr f walk w u are and use the sniper rifle to 


Ja ng A did the crane. If they are allowed to 
‘infiltrate the loading bay, they will spread out and use 
their sniper rifles to hunt you. 


AA missile launcher and shock grenades are in the corner 
of the loading hay, close to the crane. 


aaa 


CROSS THE TRAM At 
ISIA MEDKIT AND! 


STEP UNDER THE CRANE AND COLLECT THE DROPPED 
WEAPONS. THERE IS ADDITIONAL ARMOR IN A 
SMALL AREA JUST BELOW THE STAIRS THE REPLICA 
SOLDIERS USED. 


CLIMB UP 
THE LADDER 
AND ENTER 
THE CRANE. 

ACTIVATE 

THE CONTROL 
PANEL TO LIFT 
THE CARGO 
oU OF THE 
WAY DORTHE 

MITRAM. 


AS YOU CIRCLE THE LOADING BAY ON THE CATWALKS, 
PICK UP THE DROPPED SNIPER RIFLES TO REFILL 
YOUR AMMO STOCKS. 


i 


> 
v 
T 
Z 
ü 
> 
m 
I 
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AS SOON AS YOU USE THE CRANE, MORE REPLICA 
SOLDIERS ENTER THE LOADING BAY TO YOUR RIGHT. 
SHOOT THEM FROM YOUR PERCH IN THE CRANE. 


"TO REACH 
THE TRAM, 
- YOU MUST 


THE CRANE- 
AND: CIRCLE. 
“AROUND THE 

LOADING BAY. 


SERVICE TUNNEL AND STARTS ITS JO RNEY TO THE 
HEART OF STILL ISLAND: 


aN 


While 
the tram 
travels to 
Still Island, 
Stokes | 
comes | 
over the 
radio. She's | 
discovered 
a recording that explains the origin of Alma and the 
equally chilling and distressing events that led to the 
devastating explosion in Auburn. The entire sordid 
tale of Harlan Wade offering up his daughter as a 
lab experiment to Armacham unfolds in detail: the 
decision to place her in an induced coma; to defile her 
body with forced artificial impregnation; to take away 
her babies and turn them into weapons. And then, 
finally, to pull the plug on her life support system 


V». o, 7 


EE om 


DESCEND FROM 


. to the light. 


when she was dee ned almost too pow control. 
Alma's body expired, but her psychic 
It lived on. It grew. And now that she is 


entire world is in peril. 


: When the tram stops, you see ‘another bright light 
ad filling a door. Keegan is nowhere to be seen, but there 


a figure in the light. It's Alma. She rushes you as 

u step off the tram. Use melee attacks to push her 

way. After Alma vanishes, crates lifted into the air by 
her telekinesis crash to the Eroun, "o your way 


her off again 
rs, the crates 


A 4 you can duck toward the light: which vanin 
as You close in. There is a MedKit on the crates next 


®.to.the elevator. Collect the MedKit and'then Step inta 


rise up to the ' 


the: elevator and press the bu to 
surface of =al Island. EN "EN 
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| — MISSION: CLIMAX 


ee RIEFING 


| You have finally arrived on Still Island, the location of not only a nuclear power plant, but also the 
Telesthetic Amplifier that Terry Halford said you could use to contain and possibly destroy Alma. 

Time is of the essence because Alma's power continues to grow by the second and you will soon 
4 be powerless to keep her out of your mind. Sgt. Keegan, however, is a lost cause. He seems 


m 
E 
X 
> 
x 


< $ completely lost to Alma's draw. Lt. Stokes and Sgt. Morales are closing in on the island, too. 
— — | Rendezvous with them outside the ATC facility. 


ACQUISITION LIST 
FE.A.R. intelligence reports estimate the following items need to be acquired from the field during this 
mission: 

Intel Items: 5 Reflex Injectors: 1 


Please use these advance team reports to acquire these items. Collecting these items will significantly 
improve your understanding of the situation in Auburn as well as improve your performance in the 
field. 


CONTAINING ALMA (INTEL 1): SITUATION UPDATE (INTEL 2): POWER FLOW (INTEL 3): 


THE INTERIOR OF THE STILL CONTINUE COMBING THE FACILITY CONTINUE COMBING THE FACILITY 
ISLAND FACILITY IS SURE TO HAVE FOR ADDITIONAL PIECES OF INTEL. FOR ADDITIONAL PIECES OF INTEL. 
SEVERAL PIECES DF INTEL. CHECK 

THE TERMINALS. 


Music BOX (INTEL 4): EMERGENCY SHUTOOWN (INTEL 5): REFLEX INJECTOR: 


© in 9, / 
LOOK AROUND THE AIR LOCK THERE SHOULD BE ONE LAST THERE SHOULD BE AN INJECTOR 
CHAMBERS FOR INTEL ITEMS. PIECE OF INTEL NEAR THE SOMEWHERE IN THE SEWERS 


AMPLIFIER. BENEATH STILL ISLAND. 
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When the elevator rises to the surface of Still Island, you are overcome with a vision. This place is important 
to Alma. And this place is where you must take your stand against her. The battle for psychic dominance 
starts out surprisingly physical, with Alma sending the last of the Replica soldiers to defend the Telesthetic 
Amplifier from you and your team. You must repel them until you can somehow find a way inside the ATC 
facility and lure Alma to the device. Once there, you can only hope you have the strength to hold off Alma’s 
psychic attacks long enough to contain her and save the world from her wrath and vengeance. 


ARRIVAL needles. Those men in coats that won't stop asking 
questions. And now this last refuge is being taken 
from her. Under the instructions of Harlan Wade, her 
own father, Alma is led away from the swing by two 
men in protective gear. Alma drops her doll as they 
pry her from the swing. No one fetches it for her. She 
will not need it where she is going. She cannot play 
with it there. 


Stepping out of the elevator triggers another 
headache, but this one comes with a vision that gives 
clarity to the great unhappiness of Alma's childhood. 
But as soon as you shake off this vision, get ready for 
a firefight with a Replica patrol designed to stop you 
from reaching the facility's outer perimeter. 


CHILDHOOD LOST m 


y Cl ——— à When you 
| reach Still 


à | Island, you 5 

* : | walk into | w-— — 

| a crimson | 

| | dreamworld. | 
| | The scene | 
| | looks entirely | 
eye ^ like a loading | 
bai m it is bathed in angry reds. lis you slowly 
tn die an the bay, the air is thick with Alma’ s 


f 


\ 5 E. 
Vost ‘ee. Ory 


The vision ends. You are in the loading bay outside 
the elevator. There i is op sign of Alma. Walk through 
3 in the wall. There are no 
peni he hole. It's really just 
the result of an explosion: Step through the hole: 

This is 
the actual 
tree from 
the visions. 
| This is where 
| Alma went 
to escape. 
| = The swing 
— M LEE. M ^ still hangs 
iu the graying branch of the dead tree. For some 
reason, maybe the lone shred of decency and regret 
left inside of Harlan, this place was left alone when 
Still Island was turned into an ATC facility. 


the now-familiar vision of a bev lone tree and the child's 
swing. Step through the hole to finally see the signif- 
icance of the tree. 


zoo, 


You enter one of Alma's worst memories. A little girl 
just wants to play on her swing. She cradles a small 
doll in her hands as she gingerly rocks back and forth. 
This is her escape from all of those tests. Those 
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MISSION 4 MISSION 5. 


Mission 1 


MISSION 27 MISSION 3 MISSION 6... MISSION 7. 


LEAVE THE TREE THROUGH THE FENCE TO THE LERT: 
AS YOU OPEN THE GATE, STOKES GOMES OVER 
THE RADIO. SHE AND MORALES ARE THERE ON THE 
ISLAND NOW, WAITING FOR YOU OUTSIDE THE CORE 
OF THE FACILITY: 


| CLIME DOWN 
[THE LADDER 
[BEYOND THE 
FENCE, THERE 
I IEA SEWER © 
LINE AT THE 
| BOTTOM OF 
| THE LADDER. 


j [- 
CROUCH ANDI CRAWL THROUGH THE SEWER TOIENT, 
THE MIDDLE OF THE} FACILITY, COMING UP RIGH 
75 UNDER STOKES’S FEE 


REPLICA ATTACK i 
EXT : NL There is 
a Replica 
trooper 
waiting 

for you at 
the end of 
the sewer 
tunnel. Use 
your reflexes 
to slow time and target the trooper before he can get 
off too many shots at you. When the trooper is done, 
jump out of the tunnel. A reflex injector is on the floor 
in front of you, as Well as some armor and a sniper 
rifle. Take both of these items and then turn to the 
right; More Replica troopers are on their way. 


MISSION STRATEGIES MULTIPLAYER 


MISSION. = MISSIONS” MISSION 10 MISSION 11. MISSION 12. MISSION 13 MISSION 14- 


im 


USE THE PIPES IN THE ROOM AS GOVER WHEN 
DEALING WITH THE ADVANCING REPLIGAS. THANKS TO 
THE INJECTOR, YOU NOW HAVE EXTRA REFLEX TIME 
TO SUGGLE MULTIPLE TARGETS. 


ORY 


EXIT THE SEWAGE ROOM THROUGH THE OPEN GRATE 
AND WIND ARGUND THE RAMP TO THE LEFT. MORE 
REPLICA TROOPERS ARE EN ROUTE, SO RELOAD. 


Several 
Replica 


down the 
ramp ahead 
of you. 
When you 
see them em, 
move into ——T 
view, pop your reflexes so none of them can take the 
firsteshot. While the scene is slow, use your*scope to 
blagt every. Replica trooper as they advance on your 
position. With your reflexes.engaged, they simply do 
ndt have the time to.duck and tal&'cóver behind the 
concrete blocks. You-catch.them long: before they 
even have time to think about it: 


XVWIAD 
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USE THE SNIPER RIFLE TO TARGET THE REPLICA 
TROOPERS FROM A DISTANCE. 


Running low on ammunition? Dart out and grab the 
weapon from a dropped Replica soldier. 


Retrace 


| the Replica 
| troopers 
up the next 
unn and 
| slip. through 
the open. 
fence. There 
is some armor on the floor near you. When you pass 


"B 


tangets. Once [e are down, you pan regroup with 
Stokes and Morales. 


When you arrive, Morales leaves the APC and tries 
to force open the nearby locked door. It’s the only way 
into the facility with the Telesthetic Amplifier. Stokes 
is already inside. The manual override switch is on the 
blink, though. Morales needs time to get it functional, 
but Replicas are swarming the facility. 


€ 


the trae and sweep | the s 
Replica platoon as it trie 


REPLICA UPRISING 


| shooting 
| begins. Look 
| to the left of 
| the switch, 

; ` across the 
debris-filled yard. Replica troopers are swiftly moving 
into the area. The place is littered with yellow barrels 
still loaded with fuel. Use the barrels and grenades 
to keep the Replica soldiers back. Soon, it's apparent 
that there are just too many of them to handle on 
foot, even if you do have the reflex advantage. 


cutting ilum the 
vhelm your position. 


Using: your reflenes t to slow time can he a huge asset 
when things get hectic during this sequence. 


THE REPLICA TROOPERS SPREAD OUT, SO PIVOT THE 
GUNS TO THE LEFT AND RIGHT, SEEKING OUT SIGNS 
OF. MOVEMENT. T 
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EZ, e COVER AND INCH UP ON YOUR 
H 


armor helps, hut you cau 

if you leave a shooter 

n on the turret. There is a 
fills up, the gun overheats 


MORE TR JOPERS COME FROM THE LEFT. THESE 
REPLIC ARE ARMED WITH MISSILE LAUNCHERS, 
so AS SOON AS YOU SPOT THAT GREEN LASER, 
" PRIORITIZE THESE TARGETS. 


Swing the 
turret 


around and 
RE SEVERAL ENEMY MISSILE LAUNCHERS, SO 
T LEAVE THIS VANTAGE POINT UNTIL ALL OF pepper the 
THEM ARE ON THE GROUND. bunch before 


they can drop down to the lower level and advance on 
you and Morales. 
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you 
join Stokes 
at the 
elevator, she 
į is nervous 
about the 
plan. Halford 
was not 
entirely sure 
it would work, but he didn't have any other ideas. 
. Both you and Stokes have placed yourselves right in 
the path of the storm. If the plan is unsuccessful, 
Alma will surely do worse to you than what she did 


| the last of 


| 3 

| SHE Replica. “te Griffin, Stil. Stakes is oUF prEe UG dco M ONE 
troopers xum : 
has been far. If you've outlasted Alma this long, mayi 
dropped is something about you that Alma simply cannot. 
Morales overcome. 


**^o./ |ive you the ~  — 


D go-ahead 
to YO the turret and return to the door. Morales 
stands guard as you step inside. Once through the 
door, press the blue button on the wall to close the p 
door and cycle the air lock. After the air lock cycle 
completes, step into the heart of the facility and rejoin 
Stokes who is eagerly awaiting you. | 


INTEL 1 | 

The first piece | 

of intel is just Ea S SO C 

inside the 

facility. Swipe V — 

it from the = 

control panel INTEL 2 
just after you N 

exit the air NM: The second 
lock. It's a piece of intel 
short note about containing Alma. According to the aise to 4 
hurried text, the field generator being used to contain i vnd a 9 
Alma is a failure. Alma is too strong for it now. But sh vis "i 
the writer is hopeful there may be a way to destroy e any 
Alma.... monitoring 


systems. This NT 
is a situation 
update from Genevieve Aristide. (Why is this here?) The 


report is to Carson, a member of the ATC board. In it, 


MOUTH OF MADNESS 


The Still Island facility is your last chance to stop Genevieve reveals her plan for containing Alma—and 
Alma. You and Stokes must locate the Telesthetic how you are a mere pawn in it. The TAC turned you into 
Amplifier and somehow lure Alma inside of it if you a beacon for Alma. Once attuned, she became fixated 
want any hope of ending her terrible reign before she on you. Then Aristide simply needed you to reach Still 


Island so she could trap Alma. But Aristide doesn’t 
plan on destroying her. She wants to keep Alma under 
control. She refuses to give up on the quest to harness 
Alma’s terrible powers. 


can do more than merely leveling an entire city. 


= 
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MISSION 1-2 MISSION 2 — Mission 3 


MISSION 5- MiSS 


You must keep digi 
Telesthetic Amplifier. T 
Walk up the steps to the small 
lit. There are several contri 
room, d us another piece 


room. 


INTEL 3 


The next piece 
of intel inside 
the facility is 
a report about 
the power 
flow to the 
Telesthetic 
Amplifier. 
According to 
this memo, the amplifier can boost a psychic signal by 
up to 11.6 times the amount of other ATC facilities. 
This requires an enormous amount of power. (Perhaps 
that's why it's built into a nuclear reactor site?) 

The amplifier must be fully charged before engaging 
something called the “Halford Limiter,” otherwise a 
fluctuation in power flow could end up killing everybody 
in the room. 


-— M o. 9; 


eee 


AFTER LEAVING THE AIR LOCK, WALK DOWN THE 

LONELY CORRIDOR TO THE THIRD AIR LOCK. FIND 

ADDITIONAL INTEL JUST BEFORE THE AIR LOCK 
iy ENTRANCE. 


N 6: MISSION 7. 


atc employees. 


i you found it at the beginning of this entire operation. 
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MISSION B © MISSION 9. M 


GN 1D ‘MISSION 11) Mi 


13 Mission 14 


INTEL 4 

This is a —— 
strange place Ee 
to find a aga ~ 
personal letter. i = 
The corre- ; 
spondence is 
between two 


M gpa 
- The writer, Lyle, 

asks another ATC employee named Dave if he could fetch 
a music box from Harlan Wade's old office on Still Island. 

- Apparently Aristide wants the music box, even though it . 
once belonged to Alma. (Most likely, she wants it because 
it belonged to Alma.) Lyle asks Dave to send the music 
box to Aristide's home address, which is exactly where 


ACTIVATE THE AIR LOCK AND WAIT FOR THE DOORS 

TO CYCLE. WHEN THE DOORS OPEN, STEP GUT AND 

LOOK ON THE NEARBY TOOL CHEST FOR THE LAST 
PIECE OF INTEL. 


INTEL 5' 


; The last piece 

i of intel is on 

{a tool chest 
just outside 
the third air 
lock. The memo 
details the 
requirements 
for an 
emergency shutdown of the Telesthetic Amplifier. If 
there is a desynchronization event while a subject. 
is in the amplifier, you must initiate an emergency 
shutdown. The shutdown activates a dampening field 
around the chamber until the subject either gets back 
under control or expires. This chamber can only handle 
up to Type 4 telesthetic emanations. It is not recom- 
mended for use with Type 5 telepaths. Hopefully, Alma 
is not a Type 5. 


FEAR2 


PROJECT ORIGIN. 
PRIMA OFFICIAL GAME GUIDE 


Am 


Spoiler alert! If you do not want to know the ending of 
the game before playing it, stop reading right here. The 
finale is full of incredible surprises. 


THE END IS THE E LINGE 


i 


After stepping through the air lock, you enter the 
chamber containing the Telesthetic Amplifier. The 
amplifier is a colossal sphere surrounded by a strange 
energy field. The sphere lowers from the ceiling as you 
enter. When it locks into position at the bottom of the 
chamber, the energy field dissipates and the sphere 
opens. Inside, you spy a chair not unlike the one inside 
the lab complex below Wade Elementary School. Thick 
cables snake out of the back of the chair, connecting 
the machinery all around the sphere's interior. You. 
must access the sphere and get inside it. Only then 
can you lure Alma into the trap. You had just better 
there's a way of getting you out of that sphere 
Alma is locked inside. ji 


USE THE CONTROL PANEL IN FRONT DF THE SPHERE 
TO EXTEND A BRIDGE TO THE AMPLIFIER. 


i 


to see what 


STOKES HELPS STRAP YOU INTO THE CHAIR. WHEN 
THE AMPLIFIER POWERS UP, YOU WILL HAVE THE 
PSYCHIC STRENGTH TO DEFEAT ALMA. 


Suddenly, 
the | 
electricity to 
the amplifier 
shuts off. 
Stokes turns | 


| 

| 

i 
happened. r 
Aristide 
happened. Gun in hand, Aris 
bridge to the amplifier c 


the amplifier, you a 
with you in a we 
living being, will e 


and let you follow Halfords 

none of it. Without Ali sh 
ATC. No future. Stoke 
already has hers out. 
collapses pute 
Aristide. — 
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NS MISSION 2 Mission a. 


MISSION 4 


MISSION 7. 


<—— T 


"Bul ona Alma comes ior you. She enters 
the chamber, pleased to ind you unable to escape. 
Aristide cowers from the sphere and hits the switch 
that closes the chamber. As Alma steps in front of 
you, Aristide is pulled to safety by the retracting 
bridge. Alma gets in close. She. is about to kill you, 
and it will not be a pleasant death. 


Suddenly £ ET 
you are 
inside | 
another zs 
of Alma's | 
visions. 
Except F3 i 
you have A = : FS 
control over. i 
this one. In the distance, beyond the tree and the 
swing, you can see the control panel for the amplifier. 
Reaching the control panel inside this vision will 
activate the amplifier in the real world. Just walk to 
the amplifier and reach for the switch. 


KEEGAN APPEARS OUT OF THE PSYCHIC ETHER AND 
ATTACKS IN A JEALOUS RAGE. ALMA IS HIS! KEEGAN 
THROWS YOU TO THE GROUND JUST AS YOU SEE A 
FLASH OF ALMA INSIDE THE AMPLIFIER CHAMBER. 
SHE IS THRASHING ABOUT VIOLENTLY. YOU ARE 
BEING DESTROYED IN BOTH THE REAL WORLD AND 
THE PSYGHIC ONE. 


MISSION B T MISSION I, MISSION 10° M 
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The 
vision is 
reassembled. 
You are now E 
on the other om 
side of the k * 
tree from "TN í 
the control e / 
panel. 
Broken machinery, cars, and the twisted roots of be 
tree litter the psychic landscape. Keegan attacks with 
his assault rifle. You must avoid Keegan’s attacks 
and reach the control panel. Shooting Keegan only 
makes him disappear. Within seconds, he reappears 
elsewhere in the vision, still on the warpath. 


um 


WHEN YOU PULL THE FIRST OF THE THREE SWITCHES 

GN THE PANEL, KEEGAN LIFTS YOU IN THE AIR AND 
TOSSES YOU ASIDE. HE WILL NOT LET YOU ACTIVATE 
R AND DESTROY ALMA. 


THE AMPLIFIEF 


f 


M 2, 


c Ny 


ee 


WHEN YOU GET UP OFF THE GROUND, THE 
LANDSCAPE IS EVEN MORE CROWDED WITH DEBRIS. 
KEEGAN CONTINUES TO ATTACK TO STOP YOU FROM 

REACHING 
SWITCH. SHOOT HIM AS 


THE PANEL AND PULLING THE SECOND 
YOU RUSH FOR THE PANEL. 


PRIMAGAMES.COM 
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MULTIPLE KEEGANS APPEAR IN THIS HELLISH SCENE. 
EACH ONE YOU SHOOT JUST SPAWNS ANOTHER. 


ADS 


Make sure you use MedKits to restore lost health. 
Getting shot in this vision does serious damage. 


ENE SES 


toward Keegan’s head, Vilion the barrel js’ prés 
against Keegan's head, pull the trigger. Now that 
Keegan is finally down, you can pull the third switch 
and activate the Telesthetic Amplifier. 


When you activate the amplifier, you are 
immediately ejected from your shared vision with 
Alma. You now have the power to destroy her once 
and for all. But as the sphere opens, you do not see 
the inside of the Still Island facility. You see a world 
on fire. And Alma stands triumphantly in the middle of 
it. She turns to you. And you cannot believe what you 
witness. 


While y you were fighting off k you má 
Alma was fighting you inside the sphere. She most 
certainly was not. Your eyes drift to Alma's stomach. 
She is holding herself. She is with child. Your child. A 
child who will give Alma the love she never received 
from her father. A child who will grow up to destroy 


the entire world. 
What have you done? 


ES TOES s i S 
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MUtCrIP LAYER. 


Whether or not you have discovered Armacham's darkest secrets (and it does have plenty of them) in the single- 
player campaign, you can enjoy F.E.A.R. 2’s robust multiplayer mode. F.E.A.R. 2 comes complete with a fully 
tricked out multiplayer mode that contains more than just your basic deathmatch options. There are a variety of 
game modes for fragging friends (and friends you just haven't shot in the face yet) and a plethora of maps. Before 
heading into the breach, be sure to read up on all of the multiplayer modes and weapon intel here so you aren't 
caught with your digital pants down. 


Prior to heading into 
you need to understand 
how weapons work in F. 
assault rifle and rui 
don't do that if you wa 
Weapons are bou nt. 
screen, allowing 
attack. And. e 


HJAVUIdIl-L1C JN 


These are the weapons and items you take into the 
fight, although you can pick up found weapons in the 
environment, such as the napalm cannon and laser. Once 
Ws of looking at the current map in play. Selected, your loadout is not permanent. You create 

up a large full-screen map to inves- three pre-set loadouts (you can switch between them at 
ings or locate a point of interest, but — 8nY time) for quick loadout changes. You can also design 

all minimap/radar that's always a completely new loadout while in-game. However, your 
loadout does not actually change until an unfortunate 


able depending on the loadout you choose. Here are the 


the! ‘large prices for weapons: 
map or doing 


anything 
inside a Combat Shotgun = 2 points 


Z menu (such Submachine Gun - 3 points 

+ as changing Nail Gun = 4 points s 

a weapon 5 p 

-loadout), - Automatic Shotgun - 5 points 
Semi Auto Rifle - 7points 

Assault Rifle = 8 points 


Pistol = 1 point 


Sniper Rifle = 9 points 
io pick up é a signal from Mars. This pose indicates to du F 


“anybody that you are not paying attention to the action. 
Enerüies will blast gând teammates will curse you. 
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NOTE 
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Cheap does not mean ineffective. Used in the right way, 
an inexpensive weapon is just as deadly as a hudget- 
huster. 


Not only can you carry guns into battle, but you can 
also choose from the four different explosives used 
in the single-player campaign. Here are the prices for 
explosives: 


Shock Grenade - 1 point 

Incendiary Grenade = 2 points 

Frag Grenade = 3 points 

Proximity Mine = 4 points 
In addition to grenades and guns, you can also select 
armor and/or a MedKit to take into battle. Health does 
regenerate, but if you're hit hard and fast, you may not 


have the time to escape to a quiet spot and earn back 
your lost health. 


No armor = O points 


Armor = 4 points 


Heavy Armor = 8 points 
MedKit = 3 points 


LL ~ 


Changing your weapon actually affects your speed. The 
heavier your weapon, the slower you move and your jumps 
become shorter. The weight of your armor has no effect. 


You don't always need to spend all of your points to have 
a secondary weapon. If you leave an empty slot, you 
automatically pick up weapons found in the arena. 


WEAPONS! 
Almost every single weapon you use in thë single-player 
game appears in multiplayer. However, you may have 
noticed that not all of them can be immediately placed in 
your loadout at the start of a match. The most powerful 
weapons in the game, the power weapons, are reserved 
as pick-ups. The power weapons are: rocket launcher, 
laser, napalm cannon, energy weapon. 


We asked the multiplayer team behind F.E.A.R. 2 
to help rank their favorite weapons and point out the 
strengths and shortcomings of each weapon. Here's the 
straight scoop, directly from the people that can shoot 
the front tooth off an Abomination from 300 yards. 
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PISTOL : 


Strength: Light weapon that won't slow you down or weigh 
down jumps. Reasonably effective for headshots and 
offers a high amount of damage per second since it fires 
with every pull of the trigger. 


Weakness: Very little damage on limbs—primarily effective 
to the head and torso. 


Make a hahit of switching to the pistol as soon as you 
run out of ammo for your other weapon. 


SUBMAGHINE GUN 


Strength: Good standby weapon since it has a large clip 
and is very affordable. Always fire through sights for 
maximum effect. 


Weakness: The weapon “pulls up” when you start firing, so 
make sure you aim lower than the head or torso or else 
you'll miss a lethal shot. 


COMBAT SHOTGUN 
Strength: Wide sprea 
quarters combat. 


nd extremely powerful in close- 

Weakness: Do not rely on this: weapon in deathmatch. 
Opponents will know to keep back when they see it in 
your hands. 


AUTOMATIC SHOTGUN 


Strength: As effective at close range, but has a faster 
shot than the combat shotgun. Useful in hallways for 
scoring a single-shot kill. 


Weakness: Much like the combat shotgun, players will 
avoid close combat when they see you holding this 
weapon. 


NAIL GUN 


Strength: Great damage against armored foes—really 
picks~apart armor. Very accurate weapon with dhigh 
rate of fire. Stick opponents to the wall. Excellent for 
headshots. 


Weakness: Heavy. 
x 
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The nail gun sticks rivals to the wall. You can turn 
enemies into scarecrows by nailing them to a wall. 
Opponents will think its a live player since the body is 
standing up. 


ASSAULT RIFLE 


Strength: Excellent damage, especially against a target 
«wearing medium or heavy armor. Really takes apart 


armor. Weapon has a great zoom for making shots count. 


Weakness: Has a small clip, so you need to stay on top of 
ammo. Expensive. 


SEMI AUTO RIFLE 


Strength: Great burst fire weapon that is good against 
armor. Good scope that is useful for making headshots. 
Bigger clip than the assault rifle. 


Weakness: Not remotely good for close combat. Poor 
damage against limbs. 


SNIPER RIFLE 


Strength: Pinpoint accuracy, especially when crouching. 
Single-shot kill against head or torso. 


‘Weakness: Cannot move while shooting, leaving player 
vulnerable. Expensive. 


Have a proximity mine in your loadout to create a 
defensive perimeter behind you when camping with the 
sniper rifle. 


NOTEN 


has na reticule. 


ROCKET LAUNCHER 


Strength: Powerful. Aim for the feet and.lat blast damage 


do the rest of the work. Good scope. 


Weakness: Reload often so you are not caught empty. 
Heavy, so it limits movement a little. 


LASER 
Strength: Best handheld weapon to use against EPA. Can 
sever limbs which limits enemy movement. 


Weakness: Long reload time leaves you vulnerable. Do 
not use the laser like a lightsaber. You must hold it on a 
target to do significant damage. 


NAPALM CANNON 


Strength: Good defensive weapon since you can create 
a perimeter of fire to defend yourself or territory.. Can 
shoot down. incoming grenadés with it. Great range. 


Weakness: You-can burn yourself with the fire you leave on 


the ground or walls. 


Deadly when fired from the b. but hard to target since, i 


MULTIPLAYER 


ENERGY WEAPON 


Strength: Instant killer. The round ricochets off metal 
surfaces, letting you eliminate multiple enemies as the 
round banks around a room. Since enemies near the 
energy ball are instantly killed, the weapon is perfect for 
clearing out a corridor. 


Weakness: The energy ball is slow, so agile opponents can 
avoid it. 
FRAG GRENADE 


Strength: Burst does high damage. Hold grenade to “cook” 
it, fooling the enemy into thinking they have extra time to 
respond or dodge. 


Weakness: Need good aim for maximum effectiveness. 


SHOCK GRENADE 


Strength: Great weapon against EPA-it temporarily 
paralyzes it. Great to use as a distraction, throwing into 
an adjacent room, Can also be used to counter proximity 
mines. 
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Weakness: Low damage. Only kills if enemy is already near 
death. 


INCENDIARY GRENADE 


Strength: Cheap and effective. Does damage over time. 
Turning burning enemies into impromptu beacons for 
bullets. 


Weakness: Easy to injure self with splash damage. 


m 


If set ablaze hy an incendiary grenade, immediately stop, 
regain health, and survive the temporary burning, 


PROXIMITY MINE 


Strength: Great defensive measure for holding territory, 
"such as a ba l^ mes need to "cook" the Wind 


an inu the mine and destri oy it. Cari be Dluntered 
with: shock grenades. Does not stick to people-only flat 
surfaces. 


Proximity mines are colored depending on your relation 
to them. Mines thrown hy friends are green. Enemy 
mines are red. Mines you threw appear with a blue 
outline. You can pick up your own mines by walking back 
over to them and pressing the Use button. 


MELEE ATTACKS 


One of the best ways to eliminate a rival in multiplayer is 
to use. a melee attack. Yes, you must risk getting close to 
am ‘Opponent to unleash a melee strike, but the instant-kill 
natüre of the attack is often worth it. There are three 
typ@s of melee attacks. The attack changes depending 

on the physical movement underway when you deploy 

the melee attack. If yolare Standing still or running, 
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you simply strike the enemy with your gun. It take two 

of these hits to kill an opponent. If you are jumping, you 
perform a jump kick. A boot to the head is a one-hit kill. 
If you are sprinting when you melee, you perform a slide 
kick. You duck down and extend one leg, sweeping into an 
enemy and delivering immediate death. 


Watch out that you do not use almost all of your sprint 
before performing a slide kick. If you run out of sprint 


while sliding, your kick fails and you're left vulnerable to 
an easy counter-attack. 


The slide kick is the best stealth attack. You make zero 
noise when sliding into an enemy. A sniper, for example, 
will never hear you coming. 


HEALTH, ARMOR, AND AMMO 


You regenerate health while playing both when standing 
still and when moving, but you regenerate faster when 
stopped. The best way to guard against damage is 
through the use of armor, which you can buy as part of 
your loadout. However, sometimes situations get too hot 
and you need to have a MedKit to pull your fat out of the 
fire. If you deploy a MedKit in battle, you regain all lost 
health. 


However, there are points in almost every stage where 
you can replenish spent ammo and armor. When you 
stand next to these beacons, you slowly earn back armor. 
(If you did not buy armor, then you have nothing to regain.) 
You pick up ammo when standing next to these beacons, 
too;; These special beacons are called out in every map for 
every mode so you know precisely where you must hustle 
to if you want to survive a frenzied match. f 


RANKING 


The more time you spend in the field, the more 
experience points (XP) you earn. And if you become 

a skilled player or are consistently a member of the 
winning team, you can accrue XP at a solid clip. XP 
translates into rank. Ranks range from private to 
five-star general and are displayed next to your online 
handle when you are either in the lobby or when your 
moniker appears on leaderboards. 


Private First Class 


Staff Sergeant 


101000 


128000 


158000 


194000 


278000 


314000 


350000 


446000 


494000 


542000 


602000 


700000 
825000 


4000000 


While rank does not affect your in-game skills, it does 
get you recognition in the EE.A.R. 2 community. Who 
wouldn't want a general on their team? 


GAME MODES UN 


There are six game modes in F.E.A.R. 2: Deathmatch, 
Team Deathmatch, Control, Failsafe, Blitz, and Armored 
Front. Deathmatch and Team Deathmatch are fairly 
self-explanatory to anybody that has played an online 
first-person shooter. But the remaining four modes offer. 
different; structured challenges that'deriand yoll unite 
with team members to secure victory. Without good 
communication or a good game plan, you are sure to fall 
to a team that has both. 
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ARMORED FRONT 


Armored Front takes the thrill of piloting an EPA into 
multiplayer, but you have to earn the keys to the cockpit. 
The goal of this game is to take over all five control 
points on a map. If time runs out, the team that controls 
the most points at the end of the round is declared the 
winner. The hardest point to take is the one inside your 
enemy's base on the farthest side of the map since each 
team's control point is protected by a turret. 


Run around the EPA to attack it. Neuer stand still. The 
EPA turns slowly and you can stay one or two steps 
ahead of it, hammering away with a power weapon to 
destroy it. The EPA is pen ed weak against the laser. 


To unlock your team's EPA (each team gets one EPA), 
you must control two of the points. As soon as you 
control the second point, the shield around the EPA falls 
and one player can jump inside. However, if you lose the 
second control point, the EPA pilot is ejected and the unit 
shuts down. Taking over control points also puts you in 
range of power weapons that appear exclusively near the 
control points. These power weapons are critical pick-ups 
because they are the best weapons to use against the 
EPA. 


Use a shielded EPA as cover. The fuzzy effect of the shield 
will keep enemies from spotting you until it's too late. 


You must capture the control points sequentially. You 
cannot take point 1/and then go for 4. You must take d 
then 2, then, 3 and so í 


BLITZ 


Blitz mode is similar to traditional capture the flag, 

but with a handful of twists. Instead of actual banners, 
players on one team must steal canisters of PHosphoLu- 
minescent AGents (PHLAG), and then take the canisters 
back to their base. There are two canisters in the map 
at any given time. Recovering a PHLAG and bringing it 
back to your base is worth a point. At the end of the 
first round, the teams are flipped. The defending team 
must now seek out the PHLAG canisters while the other 
defends. Whichever team has the most points at the end 
of the second round wins. 
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The PHLAG canisters are leaky! As you carry them, they 
drip a trail of bright liquid on the ground. The other 


team can follow that trial like Hansel. and Gretel’s trail of 
breadcrumbs in the forest. 


Don't he a hero and try to get a PHLAG home hy yourself. 
Relay the PHLAGs like a bucket brigade. 


* CONTROL 


Control mode is similar to Armored Front. Although 

you do not get the bonus of unlocking an EPA, you don’t 
have to take control points sequentially in order to put a 
score on the board. Points are earned in Control simply 
by holding on to positions in the map. It takes a few 
seconds to take control of a point, but once it belongs to 
your team, you start picking up a score. For every three 
seconds, you put one point on the board. 


You decrease the time required to take control of a 
point by having one or more teammates near you while 
doing so. 


There are power weapons located around the control 
points. Use these special weapons to blast rivals away 
from highly desirable real estate. 


FAILSAFE 


Failsafe is a new. game mode in F.E.A.R; 2 that plays 
‘similar to the Elimination mode from the original game. 
Players are split ‘into two teams. Thë Replica team 
must guard two stockpiles of chemical agents. The ATC 
tear is trying to destroy one of the two stockpiles. The 
stockpiles: can only be eliminated with bombs. The ATC 
must plant the bomb and then keep the Replica team 
away from it long enough to go off. If the Replica team 
reaches the bomb, they can disarm it. Your team can 
also achieve victory by eliminating every member of the 
opposing team. Planting a bomb and diffusing a bomb is 
worth 5 points. 


Each player only has a single life per round. If 
eliminated, you must sit out the rest of the round, 
spectating the rest of your teammates as they try to 
complete your team’s objective. Failsafe rounds consists 
of three or more rounds. 


ee Se 
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| Use proximity mines to guard bomb sites. 
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All Armored Front maps are 
symmetrical so neither side has an 
advantage in respect to which half 
of the map they start on. 


TATE. 


EPAs and turrets are most 
vulnerable against the energy 
weapon and laser. 


Irmor 
aS 


PICKING UP THE- PIEGES BASIC TRAINING MISSION STRATEGIES MULTIPLAYER 


YSsAVadILIONW 


FATHOM 


PRIMAGAMES.COM 


FEAR2 


PROJECT ORIGIN. 
PRIMA OFFICIAL GAME GUIDE 


CONDUIT 


mr 
"i oe deg 
| zy i 

E ig 


PiCkiING UP THE-PIEGES BASIC TRAINING MISSION STRATEGIES MULTIPLAYER 


There are no changes in the QUEUE of ammo and armor recharging, stations harien Deathmatch and Team 
Deathmatch maps. $ E 
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irae & There are no mmo or T : r. 
E \ armor recharging statious » p co. ui 
in Failsafe mode. : ad * is n i 


SINGLE PLAYER TROPHIES: 


Name Description Size 


"Complete: Elementary" Complete Mission on any difficulty: Elementary BRONZE 


"Complete: Nurse's Office" Complete Mission on any difficulty: Nurse's Office BRONZE 


"Complete: Top" Complete Mission on any difficulty: Top BRONZE 
"Complete: Snake Fist" Complete Mission on any difficulty: Snake Fist BRONZE 

"Complete: Keegan" Complete Mission on any difficulty: Keegan BRONZE 
"Complete: Epicenter" Complete Mission on any difficulty: Epicenter BRONZE 
"Complete: Approach" Complete Mission on any difficulty: Approach BRONZE 


MULTIPLAYER TROPHIES: E g E 


Name Description Size 


"Officer and Gentleman" Promoted to rank: Second Lieutenant. BRONZE 


"Master Blaster" You've earned all the Fear 2: Project Origin Trophies PLATINUM 
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MISSION: REPLICA 


E] Sgt, Fox is dead, Klld by the same force that appeared at the TAG lab inside tha hospital 


hell and fight through the recently relensed Replica eoldiors, Thoze-are. 
ted to bo controlled in the battlefield by a psyehio commandar It looks like that. 
A@HE now is Alma herself. You must break through the Replica forces and find a way to the 
you con catch up with Stokes ond Griffin. 


Pressing right now, though, is the demolition of the underground facility you discovered, called. OUTER SHELL 3 7] 

(^. Outer Shell: Col. Vanek and his security teams are setting charges to bring the entire facility down. The first part of tnis mon reque tot you nd j H HOE 
You need to escapo before it comes down right on top of you. The facility is the source of the e| ss PH c 
Replica soldiers and they have beon activated by Almo’s psychic powers. 


inside again, Book out intel about tha foci and try 
Rane ah eM LL M 


ACQUISITION LIST 


REAR. intolligence reports estimate the following items need to be acquired from the field during this 
mission: 

Intel Items: 5 Reflex Injector(s]: 1 
Please use those advance team reports to acquire these items. Collecting those itoms will significantly 
improve your understanding of the situation in Auburn as well as improve your performance in the field 


INTEL 1 


The dond nurse woo holding a report on the latest. 
round of upgraden for tho Replica soldiers. Variant 7 


Afvor coming to, you must climb the nearby ladder to 
got back insida the Outer Shell. The ladder loads to 


any potential tolenthetic signal interference. Once the 
detinere lectorem obec bape ty. ll clear has been given, the Replica noldiers are to be 


office, marcilessly exekited. Ext tho office via the 
door on the taft and ther atop. out on the gangway. À | 
Aire jet blocks you from poing up the aie, «o duck 
into the door right naxt to the ges pipe; 


Liven their wenpom and rounds 


‘Thora is à MedKit at the bottom of tho stairs next to the 
dead nurse with Intel 1. 


Alma 
appears 


p ie me k 


ofico, She 
disappears 
down the deeem 


corridor to. 


“window in the back of the room. This Outer Shell is a 
‘production faciity and it looks like the assembly line is 


Vipletely functional: Pass through the noxt door to 
ot eee tho lat: Follow her through tho «fede diii glass 
vision 


d E def As va continue doitythe cone, our 
il Sguadony. Alma apio alapok vos tH 
i  melitinttack button to boot her gig: fte you plish 


N í hoff continue though tho cid inti you roach 
O] the lapi dage leading into a control foom. 
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MULTIPLAYER TIPS: 
HINTS AND MAPS TO 

; HELP YOU NAVIGATE 
THEJONUINE MADNESS! 


WALKTHROUGH 2STER 
BY STEP WALKTHROUGH | 
AND STRATEGIES TO t 
GUIDE YOU THROUGH 
14 MISSIONS OF 

PARANORMAL HORROR! 


-RESOURCE 
INFORMATION: 
BREAKDOWN ON 7^ 
WEAPONS, GEAR; ITEMS 
AND ENEMIES! i , 


ACHIEVEMENTS AND 
TROPHIES: ALL XBox 
360™ ACHIEVEMENTS 
AND PLAYSTATION?3 
TROPHIES SHOWN! 
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